








However, the Empire still 





stronghold over many of the ems 
in the galaxy. Your destiny is 
ee ERS 

_ textake over where the destruction 


of the Death Star left off. Seek control 


of Pears systems to solidify your 
position and strengthen your resources. 
Strike at the heart of the Empire: 
Capture the headquarters at ; ~ 
Coruscant, Darth Vader, and, 
the evil Emperor Palpatine himself. 
Accomplish these tasks 


and you will emierge victoridus. 


The Force will be with you. 









The aggravating but ultimately inefféctu 
Fe’ 





members of the pitiful “Alliance” 
secured a minor victory in the destruction 


AKON 


OER Death ean yy Yavin. Nonetheless, 
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fluence is 
at Ka. 


Now is the time to strike back. Increasing 






eur control throughout the galaxy will 


Ra 
contribute to the resources we need to 








{nd our forces, and, possibly, rebuild 
the Death Star itself. Attack the heart of 
the Alliance directly and without mercy. 
Destroy its headquarters, and capture its 
[ender sMon Mothma, and that perennial 
thorn in our side—Luke Skywalker— 


triumph. 





and you wi 
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Installation 


Chapter 1 Ne 








Overview 
‘Sa Wars Rebellion” is « grand strategy 

game in which you take the control of 
either the Galactic Empire or the Rebel 
Alliance, managing resources, directing, key 
characters, and assembling fleets [rom a 
master Command Center. This g 
in the familiar Star Wars univers 
place shortly alter the destruction of the 
original Death Star at Yavin 

Much of the action in Star Wars 
Rebellion takes place on a galaetic level, 
you vie for control of systems, and use the 
resources from the systems you control to 
build up your forces, including your fleets. 





me is set 






and takes 











When your fleets encounter those of 
















your opponent over a system, Star Wars 
Rebellion tums from a grand strategy game 
to an exciting tactical one. In the tactical 
portion of the game, you exercise direct 
control over your fleets in battle, telling 
your capital ships and fighters which enemy 
ships to target and which maneuvers and 
missions to perlorm 

lo win Star Wars Rebellion, you must 
coordinate the resources at your command 
to fulfill the game’s specific victory 
conditions: capturing or destroying your 
opponent's headquarters and capturing and 
holding your opponent’ two top chakuctersiiy 




















Victory Conditions 
Although deleating the opposing side in 
battle and increasing. popular support 
throughout the galaxy will ald m winning 
the game, there are specific victory 
conditions you must fulfill in order 1 be 
the winner. These conditions are different 
for the Alliance and the Empire 





The player controlling the 
Rebel Alllance must: 
Capture and hold Imperial 
headquarters at Coruscant 
Capture and hold the following 
key characters of the Empire 
+ Emperor Palpatine 
arth Vader 








The player controlling the 
Galactic Empire must: 
+ Locate and destroy Alliance 
headquarters 
+ Capture and hold the following 
key leaders of the Alliarce 
+ Rebel leader Mon Mothma 
* Luke Skywalker 


About This Manual 

This manual is designed to get you up and 
running with Star Wars Rebellion as quick- 
ly as possible, This manual assumes no prior 
strategic or tactical gameplaying experience, 
nor does it assume you are a Windows 95 
expert, The manual has five chapters 
mapped out as follows 

CHAPTER 1 continues with an over- 
view of the game’ key concepts, Star Wars 
Rebellion is a richly complex game, and 


fet the most out of it you need to have a 
asp not only of these basie concepts hut how 
they interrelate, This 
setup and Installation procedure lor the ame 
© CHAPTER 2 isa tutomal consisting of 
five “mini-missions.” Aer you finish work- 
ing through this chapte>, you will have a 
good understanding of the game's controls 
and meerface 
+> CHAPTER 3 covers the strategic game's 
interac 
cletail, mneluding the game’s key commands 
You should read this chapter through at 
some point alter you're comfortable with 
the game to make sure you're aware of all 
of the game's 4s you continue to 
hone your skills, keep this chapter on hand 
as.a reference, 
CHAPTER 4 covers the tactical mode of 
gameplay: Star Wars Rebellion’s tactical 
game offers 1ts own complement of exciting, 
play possibilities. 
+ CIIAPTER 5 covers head-to-heal 
play, so you can play Star Wars Rebel 
against another person over a LAN, Internet, 
modem, or serial (null modem) connection 
Following is an oversiew of the game 
and Star Wars Rebellion’s key concepts. 





hapter also cavers the 





fearures, and icons in complete 
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Popular Support and 
System Control 

The selling for Star Wars Rebellion is a 
galaxy made up of sectors, Each sector con 
tains LO planetary systems. (We'll call them 
simply “systems,") 
unoccupied, neutral, controlled by the 
Galactic Empire, or controlled by the Rebel 
Alliance. The core systems (those at the 
center of the galaxy) are inhabited, have 








ystems can be either 
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established infrastructures, and generally 
have more resources than Rim systems. The 
Rim systems are those on the Galactic Rim 
whieh are unexplored at the beginning of the 
game, Most Rim systems are uninhabited; 
the few tha aren't usually do not begin with 
as large an infrastructure as the core systems, 
Controlling systems is a key concept in 
Star Wars Rebellion, Control allows you 
to Ireely move forces to a system and to 
give orders to the facilities on that system: 
Each system in the galaxy contains valuable 
resources, which you can only use if the 
system is under your control. You can tap 
resources from each system that you control 
Popular Support is the measurement of 
at local populace’ loyalty w your side, You 
cant control a system by swaying the loyalty 
of a system to your cause. Ua system is not 
loyal to your side, you can use force and 
place troops on it to take control of it, How- 
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ever, systems that you take control of with 
troops may go into uprising. 


Manufacturing and 

Production 

Systems have raw materials you can mine and 

refine to support your manulacturing elforts, 

andl to maintain your troops and ships. Mines 

draw raw materials from systems, Refineries 

convert the raw material you've mined into 

refined material, Refined material is used by 

manulacturing facilities to build units 
Examples of manufacturing facilities and 

what they produce are 

+ CONSTRUCTION YARDS: Build mines, 
refineries, system del 
manufacturing facilitie 

+ TRAINING FACILITIES: Build troops 
and Special Forces 

+ SHIPYARDS: Build ships to strengthen 
your fleets. 








ses, andl other 























The combination of mines and refmeries 
gives you maintenance capacity (o build and 
maintain new items, Maintenanze capacity 1s 
‘a measure: of your ability to provide support 
for all your units (like fuel, food, ammunt 
tion, replacement parts, ete,). If you don't 
have the capacity 1o mamtain all your units, 
some of them will have to be removed. 

Star Wars Rebellion is a multifaceted 
game, and manipulating your resources to best 
use is one of the key challenges you'll face: 





Characteris' 
of Each Side 

In Star Wars Rebellion you choose to 

take charge of either the Galactic Empire 

or the Rebel Alliance. Each side has distine- 
tive characters, such as Darth Vader and 
Luke Skywalker, Although both sides have 
at their disposal an arsenal of ships, troops, 
and Special Forces, the specific types and 
numbers available of these units lepend 

on which side you're on. If you're playmg 
the Empire, you can build legions of 
ominous stormroopers, The Alliance, on 
the other hand, might fill ts fleets with 
X-wing fighters like those used to destroy 
the Death Star in the film Star Wars. The 
Galactic Empire rules as ever with an iron 
fist. {I you're on this side can you attempt 
to assassinate your enemies, or—il your 
resourves are Sufficient—rebuild the mighty 
Death Star itself 














Characters 

One of your most important resources is the 
characters at your disposal, ‘The characters, 
drawn from the Star Wars films and novels, 
have diflerent strengths and abi.ities. One key 


to winning the game will be leaning how to 
use your characters to their best advantage 

You might send Princess Leia on a Diplo 
matic mission to sway a neutral system. Han 
Solo, on the other hand, would he better 
suited to lead an Espionage mission. You 
start the game with about seven characters on 
your side, As the game progresses, you can 
recruit more characters to your cause, ‘There 
are 60 characters in all; 30 on each side 


Elements of Conflict 
Battle is inherent m Star Wars Rebellion. 
Confhiet with your opponent can occur 
between a fleet and a planet’ defense forces 
or between two fleets in orbit above a system 
To succeed in the game, you need to learn 
how the varions ollensive and defensive 
components interrelate, 

& TROOPS are military personnel such as 
Fleet regiments and stormtroopers 
They can be either ground-based ot 
assigned to fleets 

@ DEFENSIVI’ FACILITIES protect systems 
by shielding them from bombardment 
or by firing on enemy fleets in orbit 

@ FIGHTERS are small, maneuverable 
ships that can attack other ships. 

CAPITAL SHIPS are large ships suited 
for bautle, hombardrient, carrying fighters 
or transporting troops, or some combi 
nation of these abilities 

+ CHARACTERS are personnel at your 
disposal for missions and command 
assignments, Some characters are well- 
qualified to assume command of fleets, 
ships, and ground ‘tops. 

@ SPECIAL FORCES are personnel you 
build at training yards that can each go 
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on limited types of missions such as 
Espionage Abduction 

FLEETS are primarily composed of 
capital ships, fighters, troops, and 
characters. You draw fleets together 
from these chsparate components, recom 
bining your fleets in response to your 
opponents moves or your awn desire 
to expand the territory you control 





Sabotage, and 





Star Wars Rebellion’s 
Tactical Game 
There are two primary modes to the game 
strategic and tactical. Strategically, you want 
to gain broad support across the galaxy. 
bring systems under your control, apply 
your resources to optimum advantage, a 
build up the fleets you need to sitisly the 
game's vietory conditions. Evertually, how- 
ever, you'll encounter the oppesition in bat- 
ile, andl when that happens you'll have the 
chance to lest your tactical admiralty skills, 
You can enter the tactical game mode 
when your fleet meets your apponent’ 
fleet in orbit above a system, You view 
both forces within a 3D wireframe holocube 
You give the capital ships and fighters in 
your fleet direct orders concerning which 
maneuyers to perform and which enemy 
ships to target. In tactical mode, you are 
the admiral. 
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Game Automation 

You can automate many: aspects of Star 
Wars Rebellion. For example, if you don't 
like taking command in battle, you can have 
the game simulate the results. Or, if you get 
ed of handling details such as garrisons 
and production, you can turn that responsi 
bi cour agent droid, IMP-22 or 
C-3PO, Be aware, however, that your agent 
will not necessarily play better than you 
would, and 
differently than you would prefer: 





over to 





fact, may manipulate resources 


Head-to-Head Play 

Star Wars Rebellion is « challenging game 
Jo play against the computer. But it.can be 
‘even more fun against another person in a 
iwo-player game. Star Wars Rebellion 
olfers four ways for head-to-head gameplay 
+ Actoss a local area network (LAN, 

IPX or TCPAP), 
> Over the Inte 
+ Actoss a direct-dial modem connection 
+ Via a null-modem cable 

















Boxe Up 

overview gave you a brief explanation 
a the key concepts of Star Wars Rebellion. 
There are many details to explore, The next 
section explains the gare’ installation 

and setup. 














Installation Instructions 
1 Close all open windows and programs 

2 Insert the Star Wars Rebellion CD in 
your CD-ROM drive 

3 If Autoplay is active on your system, 

the Star Wars Rebellion (nsialler will 
appear, (Fig. 1-1) 


SY 


sy 





FIG. 1.1 INSTALLATION MENU 


If Autoplay is disabled, and the game’ 
Installer does not appear when you place the 
CD-ROM in the drive, then you will need 
10 open the Installer manually. ‘To do this: 
Double-click the My Computer icon, then 
double-click the CD-ROM icon in the window 
that opens, Double-click the Autorun.exe 
file to open the Star Wars Rebellion Installer 
The Installer has the following options 
INSTALL; Install the game on your hard 

drive, If you have already installed, the 
button changes to Reinstall 

NOTE: Reinstall the game if any compo 
nents were deleted from your system 
after you installed, if « fite was damaged 
during the original install, oF if you 
want to change the installation size 
(Hor instance, you selected Minimum 
the first time, now you want Maximum.) 




















PLAY: Play the game after installing, 

+ UNINSTALL; Remove the game from 
your system, 

+ VIEW README: We strongly suggest 
you open the Readme t view the most 


up-to-date game information. 

@ TROUBLESHOOTING GUIDE: See the 
Troubleshooting Guide for sletailed 
installation and troubleshooting tips 

> INSTALL DIRECTX; Install DirectX 5.0 
on your system if you dont have it there 
already, Re-install DirectX 5.0 10 update 
drivers or to replace drivers that may 
have heen moved. 

EXIT: Return to your de 





Lop. 
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4 To install, click the Install button, Follow 
the onsereen directions 

5 Choose the destinatien for the Star Wars 
Rebellion installation, The default Star ¥ 
Rebellion directory is: C:\Program Files\ 
LucasArts\Star Wars Rebellion, (The letter 
of your hard drive may be diflerent.) If you 
‘want to install the game to a different location, 
specily a different drive and directory name 
6 Choose an installation type: Minimum 
Typical or Maximum, (Typical is the default.) 
Click Next, Files will begin to copy onto 
your system 

7 You'll be given the option to create a series 
of shortcuts, Creating these shorteuts will 





Jars 











































make it easier for you to find and start the 
game, and will give you easy 
items as the LucasArts Web page on the 
Intemet. Click the checkboxes to deselect 
any shorteuts you don't want, Click Next. 

8 Selup will create a Star Wars Rebellion 
program folder in che Windows Start menu 
for the program icons, Click Next (o choose 
the default name and location (LucasArts\ 
Star Wars Rebellion), or you 
new folder or select an existin, 
click Next. 

9 If the game is successfully inst 





icvess to such 











nt create a 
der, then 








alled, you 














will see a Setup Complete sereen, and 
you'll be given a chance to view the Readme. 
10 Alier installing Sta Wars Rebellion, 
you will be asked to mstall Microsolts 





DirectX 5.0, which 
ame, If you have not installed DireotX 5.0 
on your machine before, then you will be 
prompted to do so, If DinvetX 5.0 1s detected on 
our system, the checkbox to Install it remains 
empty. Chek Finish to comple:e setup. 

11 Now you are ready to play Star Wars 
Rebellion. 





necessary to run the 





IF YOU HAVE TROUBLE 
INSTALLING 

Ifyou are having trouble instal ing the game, 
see the Troubleshooting Guide for more 
detailed installation and troubleshooting 
tips, To access the Troubleshooting Guide 

1 Double-click the My Computer icon 

2 In the window that opens, double-check 
the icon for your CD-ROM drive 
the Star Wars Rebellion Installer 
3 If Autoplay is active on your system, the 
Star Wars Rebellion Installer will appear. II 
Autoplay 1s dh Installer 





This opens 





led, and the game 


does not appear when you place the CD-ROM 
in the drive, then you will need to open the 
Installer manually. To do this; Double-click 
the My Computer icon, then double-click 
the CD-ROM icon in the window that opens 
Double-click the Autorun.exe file to open 
the Star Wars Rebellion Installer 

4 From the Installer, select Troubleshoot 
ing Guide, 


Running the Game 

1 To run the game, insert the Star Wars 
Rebellion CD into your CD-ROM drive 

2 The game’ Launcher (Fig, 1.2) will appear 
sutomnatically when the Star Wars Rebellion 
CD is inserted if Autoplay is active on your 
system, Select Play from the Launcher 

3 If Autoplay is disabled, double-click the 
My Computer icon on your desktop, then 
inv the window that pens, double-click 

the igon for your CD-ROM drive, and the 
Launcher will appear, You can also play the 
yume by selecting the Star Wars Rebellion 
shortcut from your Start menu, 
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FIG. 1.2. LAUNCHER MENU. 
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tar Wars Rebellion is a vast game 

Wresting control of a galaxy is an exciting 
and fun job, but there 
Because there are so many strategic and tac 


a lot of details 





tical components at your disposal, there are 





many controls and displays you need to 
how to use, This tutorial is made up of mini- 
missions that will walk you through the game 
step by step, teaching you how to manipulate 
the individual controls, how to & 
results on both a system and galactic level, and 


aluate the 





finally, how the various aspects interrelate 
Throughout this chapter, screenshots 
illustrate how the game proceeds, These 
screenshots may not match your screen 
exactly, however, part of the challenge 
Star Wars Rebellion is that the game begins 
differently every time you play. 
NOTE: Star Wars Rebel 
game, not turn-based like most strategic 
simulations. That is, while you ere evaluatin 








ion is a real-time 
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your systemis and making your moves, your 
‘opponent is also in action. During game- 

play you may unexpectedly encounter the 
¢. For the purposes of this tutorial, 








opponi 
don't worry about that. if you suddenly 

find yourself under atack, the Battle Alert 
2.1). Click on the 

te Results, 
and don't be too concerned with the out- 





screen appears (I 





space noted below as Simul 





come. Focus now on learning the gam 
and save galactic domination for later 


Mini-Mission 1: 


Start a New Game and 
Explore the Galaxy 
(Play as Alliance) 

In this mini-mission, you will install the 
program, run the game, and learn how to 
examine the Galactic In’ormation Display 
and the individual sectors. 











1 Install and run Star Wars Rebellion. 
Install the game following the instructions 
on page 15 and start the game, Alter a lew 
moments the LucasArts logo, Coolhand 
Interactive logo and Star Wars historical 
background will appear on the screen, 

‘As the game begins you are in a shuttle 
headled to either the Alliance or Imperial 
headquarters. This is where you set the 
parameters for each game (Vig, 2.2 





Simulate Results: 
liek here to have 
the computer 
simulate the bactle 
and report the end 
fesults. Dont worry 
‘about the outcome 
fot now. 


















Set game dificulty 10 
‘easy (the default 


Set game difficulty 
ro medium 


Set game 
lifficulty to hard. 


Start the game as 
the Empire 


Play the game across: 
‘modem. network, oF 
Incernet with a human 
‘ponent (head-to-head 
play is covered in 
‘Chapter 5) 


2 Set the parameters for a new game. 
The standard size galaxy and easy challenge 
level are the defaults. For this tutorial, begin 
the game as the Alliance by clicking on the 

rotating red Alhance icon (Fig, 2.2), The shut- 
le will go 10 Alliance headquarters, depositing 
you in the Command Center. The Command 
Center is your main control screen (Fig, 2,3) 


@ Click here. 








Set the sizeof the galaxy 
(default is standard, 


Load a saved game. 


View cred 


Start che game as 
the Allanee. 


Headquarters Only 
Vietory: Winner is the 
First co capture oppon- 
tent’ headquarters. This 
makes the game shorter 
‘than falling all the 
victory conditions. 


Exit 


HG, 2.2 SHUTTLE COCKPIT SCREEN 
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To skip the Introductory 
graphics, click the mouse. 


Dominating the display is a view of the 
galaxy inv the main screen. This is the Galactic 
Information Display (GID). €-320, your 
faithful advisor, is on the right commencing, 
a brieling, R2-D2 gathers messages from 


throughout the galaxy, and informs you of 
| troop movements, manufacturing, results, 

research and development, and other events 
The galaxy is large. The smallest game 


size in Star Wars Rebellion has 10 sectors, 
with each sector containing 10 planetary 

systems. (The largest 
tors.) The Control Panel 
around R2-D2 
aspect of the galaxy, such as finding a 


ame size -aas 20 sec 





the batons 
let you focus en a specific 
specific system, character, or troop. If you 


want to know something 





shout your side, 
there’s probably a way to lind out, ane! it 


pro 














ably wall involve one of these controls: 


the game began 


Legend 
Game Speed and 
Pause Menu 
Control Panel 


Most ofthe game's 
controls are he 


Message Alert bar 


Click hete to 
{go to Gime 
‘Options screen 


22 carrees 


a i: 


FIG. 2.3 COMMAND CENTER SCREEN 


The game has tool tips. To 
see what a control does or 
to find out what a display 
means, simply hold the 

mouse over the Item for a 
few seconds and read the 
deseription that appears. 


3 Listen to C-3P0's briefing. 
€-3P0 18 your agent. His brief- 
ves you an overview of the 





ing gi 
galactic situation. As C-3P0 talks, 

notice the location of key sys 

tems that he points out, the key 

goals you need 10 perlonm, and 

the events that you need to guard against 
To skip the brieling in the future, press the 
G key or click the left mouse button.) 
Alter the briefing, the Display Message 











Index opens up to the Agent Advice tab, 
The messages tinder this tab make up your 
initial agent advice, a feature thar gives you 


Galactic Information 
Display 


Click here to change: 
the Galactic Informa 
tion Display state 


‘Agent droid can help 
{you with some of the 
Bame’s tasks, 


Message droid keeps 
{you informed of 
Ealactic events 








tips on gameplay and controls, To read a 
message, double-click on it 

NOTE; Agent Advice only appears in 

an Easy game. If you wish for advice in 
Medium or Hard games, you must enable 
Agent Advice on the Agent ment. 

Like many windows in Star Wars Rebellion, 
the Display Message Index 15 modal, that is 
you cannot do anything else in the game until 
you close this window, You can close the 
window by pressing the 

ing on the Close button, ‘The message screen 
will be discussed in the next mini-mission 
and will he covered in detail in Chapter 3. 
4 Pause the game as you read ahead. 
Right-click on the Game Speed control at 
the top ol the screen and select Pause when 


Right-click on the Game 
Speed control to bring 
stow up thls menu, then 


Mean 
Wh select Pause. 





key or by click- 


8 





the menu drops down, Pausing the game 
ensures (hat your opponent can't make any 





| FIG, 2.5 GALACTIC INFORMATION DISPLAY HERE SHOWS SYSTEM BY POPULAR SUPPORT 








moves while you take a break, peruse the 
manual, or try 10 absorb what's happening 
in the game, Of course, while the game is | 








paused, you can't do anything either 

A paused game shows the following alert 
box (Fig, 2:4), Clicking the checkmark 
resumes game play; do this as soon as 
you're ready to continue 





FIG, 2.4 PAUSE ALERT SCREEN 





5 Experiment with the Galactic 
Information Display. 
The Galzetic Information Display shows a 
map of the galaxy; The default state for this 
display is Popular Support (Pig, 2.5). 

On this display the larger a star ts repre- 
sented, the more a system stipports the player's 











‘The galaxy ina standard 
game has 10 sectors 
teach of which contain 
10 systems, represented 
here by stars, 
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side, Double-click on the legend to examine 
the representations of the stars in detail 
NOTE: Each side starts the game with 
several systems under its control. However, 
the loyalty percentages of cach system can 
vary. Exceptions are Yavin and the Alliance 
headquarters, which always begin 100 per- 
cent loyal to the Alliance, and Coruscant, 
which always hegins the game 100 percent 
loyal to the Empire 

The color code indicates which side con 
Lrols each system (Fig. 2.6), These color 
codes apply throughout the game, not just 
for the Popular Support display 


Reet with 
white highlight 
Alllance head! 
soe quauters 
Neutral System Gray: 


Green; The Empire —} Unexploredt 


system 
Red: The Alliance 





FIG, 2.6 CLOSE-UP OF GALACTIC 
INFORMATION DISPLAY 
Note that a system can support your side 
even if tas controlled by your opponent 
A lange green star, for example, rep! 





NAEneray Availabilty 
Rave Material Avaltmiiy 
RMines i{Perwunnel 
Retineriee Rreaniee 
PBMonutactar 
SPidciense 


_ Display OH 





FAG. 2.7. EXPERIMENT WITH THE GALACTIC INFORMATION 
DISPLAY, FOR EXAMPLE, CHANGE THE DISPLAY TO MINES. 


G24 chianrue 2 








ystem that is controlled by the Empire, but 
supports the Allian 
around the screen, and notice that as you 
ctor, that sector's name appears. 
You can change the display by clicking 
lactic Information Display but- 
fon on the Control Panel at the bottom of 
the sereen, Sub-menus for this contral let 
you change whit the stars on the Gabe 

Ir 
alty, leets, personnel, resources 
manulacturing, or defense, For example, 10 
see how your mines are distributed across 
the galaxy, you would highlight Resources, 
then click om Mines (Fig. 2.7). In this view, 
larger stars mdicate one or more mines. 

This galayy-wide view is helpful for giv 





Wwe, Moye your mouse 








pass over as 


on the 








armation Display indicate, including, loy 











ing, you a general indication of how things 

are going, for your side, However, you also 

need Lo get more infor- mation about whats 
happening in those sectors, andl what's hap. 
pening in the specific systems 

6 Bring up a Sector window. 

Select one of the sectors which has a good 

balance of Alhance, Empire, and Neutral 








Click on a sector 
(such as the one shown here). 


systems. Lett-click on the sector to bring up 
the Sector Display (Fig, 2.8). The Sector 
window contains images for all the systems 
in that seetor, with icons surrounding the 
systems which give you more information 
or that you can double-click on to bring up 
more detailed windows, 

NOTE: In Star Wars Rebellion and in this 
manual, a system is synonymous with plan- 
etary system and planet 

















Sector name 
Switch window 10 
‘other side of screen. 


Note the colors of 
the Icons and system 
names are the same as 
those In the Galactic 

Informadon Display 
Red Alliance 
Green Empire 
Blue Neutra 


Srcernsunen 4 





FIG. 2.8 A TYPICAL SECTOR WINDOW 


A typical sector window ts shown above Below is an example of the display lor a 
(Fig, 2.8) 


stem (Fig. 2.9), Below the system are 











NOTE: This screenshot is representative adouts representing planetary resources and 
of what the systems will look like on your their availability: There is also a bar showing 
screen, but the specifie details will be loyalty; you can see how strongly a system 
different every time you play the game. supports the Empire (green) or Alliance (red), 


Raw materials ready to be mined 


Used energy ‘Available energy 





Mined materials 
Percent loyal to the Empire (green 


Percent loyal to the Allance (red) 
FIG. 2.9 CLOSE-UP OF A SYSTEM IN THE SECTOR WINDOW 
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Around the system may he tons that 
you can double-click on to gain further 
access 10 that system's controls, 

AME MANUFACTURING: II a system has. 
any manufacturing facilities, mines, 
or refineries, this icon gives you access to 
those facilities ancl resources, 

SYSTEM DEFENSES: Ifa system 
has any troops or fighter squadrons 
assigned to system defense, personnel, ot 
system-based defenses, this icon gives you 
access to those resources, 

FLEETS: If the system has a fleet, 
you'll see this icon on the right side 





i 


















sslem. 


System name — 

‘Open Sector Button: — 33 
lick here to restore Sector 

‘window for this system, 


‘Manufacturing Tab: 
‘Shows number of 
shupyards, training facies, 
‘and construction yarels 
From this screen you give 
‘manufacturing commands, 
‘and review status of units 
under production. 





This seconel number is number 
fof construction yards in system 
‘and number of construction 
‘vals currenty being built or 
‘deployed onto char system, 


First number is number of 
| construction yards in system, 
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7 Open and explore a system's Manu- 
facturing and Production window. 
Choose one of your systems that has & 
Manufacturing and Produetion icon at the 
top left of it, Double-chek on the icon to 
bring up the Manufacturing and Produetion 
window (Fig, 2,10) 


RW Double-click here. 


NOTE: You can have many system windows 
open at one time, To bring a window to the 
front, click on a visible part of the window 
that may be peeking from behind the top 
window(s), Alternately, you can cycle 


/— Minimize button 


— dose button 


| Displays image of any 
mines on systern, 


Displays image of any 


refineries on system. 


Displays Image of any 
‘construction yards, 


Displays image of 
any traning facies, 


Displays image of 
‘any shipyards 


Progress of current 
project, if any 





IG. 2.10 MANUFACTURING AND PRODUCTION WINDOW 








through open windows using the CTRL+1AB 
or CTRL+SHIVI4TAB key combinations, 
or drag the top windows off to the side, 

The lelimost tab, which displays by 
default, tells you how many shipyards, 
training facilities, and construetion yards the 
system has, If the system were currently 
building something, this is where you 
would see that project's progress. The other 
five tabs give you graphic representations of 
that system's shipyards, training, lacilities 
construction yards, refineries, and mines 


“le 


The Open Sector Winciow 
button to the left of the sys- 
tem name on this window 
brings up this system's Sec- 
tor window if it is closed, 








8 Examine the system’s resources, and 
analyze how they are being used. 
Systems in Star Wars Rebellion frequently 
have raw materials you ean use by building 
mines, To see the existing mines on a 
system, click on the Mine tab. 


fl Click here, 


This sereen (Fig, 2.1 
some combination of mines and ray matenals 
The mines are mechanical units, and the raw 
material Looks like multicolored piles, fn this 
example, there are enough resourves for nine 
imines, three of which have already been built 
NOTE: You can also sce this ratio of avail 
able raw materials to mines in the Sector 
window, Look at the yellow and red status 
bar below the system (Fig 2.12) 





1) typically shows 


Mines 


Raw matetals 





FAG. 2.11 THE MANUFACTURING AND 
PRODUCTION WINDOW'S MINE TAS 


Raw Materials Seatus Bar: 
This is another way 10 see the 
sane information: thiee mine 
slots (yellow); she remaining 
raw material slots (re, 





HG, 2.12 


NOTE: In thiy case there are three yellow 
squates for the existing mines and six red 
ones for the raw materials remaining, If you 
were to hold the mouse cursor over this 
gang 
Materials 3/9.” (These specific values vary 
cach time you play.) 

When you're rough examining the 





you would see (he message 


Manufacturing and Produetion window, 
click the Close button 

9 Open and explore a System 
Defenses window. 

Choose one of your systems that has a 
System Delense icon at the kower left of 
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System name 


Open Sector Button: 
‘lick here to restore 
Sector window for 
this system 


Personnel tab 


‘Trooper Regiment aby 
Fighter tb 
Planetary Shields tab 


Planerary Batteries rab 


Double-click on the icon to bring up the 
System Defenses window (hig, 2,13) 


Ea Double-click here, 


The System Defenses window is similar 
to the Manufacturing and Prodvetion 
window: To view the units statianed on the 
system for defense, click on one of the tabs 
(The Personnel tab is the defaul:,) This 
window lets you see and give commands to 
personnel, trooper regiments, and lighters, 
stationed on the system, Furthe:more, you 
can see the de 
shields ancl planetary batteries—that w 
protect the system from enemy fleets. Explore 
this window to get un idea of yur defenses; 
all these features will be introduced! in later 








sive facilities—planetary 








Reqient 





ere 


This shows the number oF 
troops requited to maintain 
contiol of the system, 


piyarfernent£ 

— Contents of selected tab, 
Jn this case the troops, 
statloned on the system 


rt 


FIG. 2.13. A TYPICAL SYSTEM DEFENSES WINDOW 


mini-missions and covered in detail in 
Chapter 3. 

When you finish studying the System 
Defenses window, chek on the Close button. 
10 If you want to, quit Star Wars Rebellion, 
or begin a new game, 

This step shows you how to access the game 
controls, Chick on the Game Options icon 
on the left side of the seven, The Garme 
Options sereen (Fig. 2.14) appears 


@ Click here. 


This screen is covered in detail in 
Chapter 3, The main buttons to save/load a 
game, exit the game, return to the Shuttle 
Cockpit, or retum to the Command Center 
are identified m the screenshot 

















Enter a name for 
‘a game here, 


To save a game, enter 
‘aname for the game in 
ithe text line at right 
and click this button, 


Click here to 
‘exit the game, 


Click here to return to 
‘Conymancl Center, 


‘lick here to recurn to 
Shuttle Cockpi¢ ane 
begin a new game, 





to load! the 
coresponding, 
saved game. 


eS 


t 


FIG. 2.14 THE GAME OPTIONS SCREEN 


11 Summary 
In this mission you began a new game ancl 
familiarized yourself with the controls that let 
you find out about the pakixy. The remaining, 
mini-missions in this chapter will show you 
how to get more information about planetary 
systems, and. how to issue commands, 


Mini-Mission 2: 


Expand Your 
Maintenance Capacity 
(Play as Alliance) 

Raw materials, refined materials, and main: 
tenance capacity are key concepts in Star 
Wars Rebellion. You produce raw materials 
with mines, and then process those raw 
materials with refineries to produce relined 
materials, Everything you build in Star 
Wars Rebellion takes a certain amount of 
refined materials to produce. Furthermore, 
everything except mines and refineries also 
takes a certain amount of maintena-rce 





capacity. Mines and refineries supply main 
tenance capacity. 

This starts you directing resources ancl 
familianzes you with how wo use the game's 
controls and how to get galactic 
information. Your focus is fairly narrow, and 
your goal is 10 learn, As in the last lesson, if 
‘the Fipire should suddenly attack while 
you're busy, simulate the results and ignore 
he outcome for now, of start a new game 
1 Begin a new game as the Alllance. 
Launch Star Wars Rebellion, then click on 
the Alliance icon in the Shuttle Cockpit, 
just as you did for Mini-Mission 1 


To skip C-3P0's briefing this 


time, press the ESC key of 
click the left mouse button: 


2 Examine your maintenance capacity. 
There are three monitors at the Lop of the 

















ay 





Command Center above the Galactic Infor- 
mation Display (Fig. 2.15). Each monitor 
has an icon and a corresponding value 


Examine this bar: 


NNG.2.15 


> RAW MATERIALS MONITOR: On the 
left, this measures the a 
materials waiting to be refined. Ideally, this 
number should be low, indicating all mate 


mount of mined 





is being relined as it is mined. 

REFINED MATERIALS MONITOR: In 
the middle, this measures the amount of 
‘efined materials on hand to be used to build 
facilities, ships, and troops. You may not begin 
the game with any refined materials, but they 
will begit to accumulate immediately 

+ MAINTENANCE MONITOR : On the 
right, this represents how much unallocated 
maintenance you have available. You get 
50 points of maintenance eapacity for each 
mine/tefinery combination, This number may 
be low at the beginning 
level. and well ry to get this number high: 
er by building more mines and/or refineries 
A higher number lets you build and ra 
tain more facilities, troops, and ships 
NOTE: If your maintenance capacity gets 
too low, you won't be able to build anything 
new except mines and refineries (but these 
require a certain amount of refined materials 
to build). If your maintenance capacity falls 
below zero, you will find your facilities, 
troops, or ships will begin to be scrapped. 

3 Find out the total number of mines 
and refineries you control 
Lach refinery can process materials {rom one 





af the game. Note its 
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mine you control, which can be anywhere in 
the galaxy: Furthermore, you gain maintenance 
capacity by having matched pairs ol mines 
and refineries, For these reasons, you make 
‘optimal use of your resources when you 
have a one-to-one ratio of mines to relineries 
‘One of C-3PO5 functions is to keep track 
of all your unit 
examine this information in the Galaxy Over 


including facilities, You ean, 


view to see how the number of mines ancl 
refineries you control compares. to do this 
on C-3PO and select Galaxy Over 
View (ig, 2.16). Scroll down until you find 
the Mines and Refineries icons. In the 
ple (Fig 217), there are 18 refinenes and 37 
mi 

ing refineries, Based on the raticy of mines to 


right-click 





am- 


gs, So you would choose to begin build~ 





refinenes in your own Galaxy Overview, make 
a note of whether you want to build mines or 
refineries, then close the Galaxy Overview 
window by clicking on the Close button 


Right-click on C-3P0 
and select Galaxy 
Overview from the 
menu that appears. 


RG. 2.16 


4 Decide where to build your new 
mines and refineries. 

Now that you know whether you need to 
build refineries or mir 
where to build. Open a Sector window that 
thas several systems you control. You'll need 


ss, its lime to decide 





to find a system that has: 





‘The fist column shows 
cons for all your facilities, 
‘Special Forces, ships, 
‘and troops 


FIG, 2.17 GALAXY OVERVIEW SCREEN 


Click on a sector with 
several red stars, such as 
the one shown here. 





@ ENERGY AVAILABLE: FOR FACILITIES: 
nergy availability is represented as small 
blue squares on the white ancl blue Fnergy 
status bar below a system (Fig, 2.18), You 
can think of these blue squares as “stots” for 









‘Manufacturing —Ba 
and Production 


eon Bortras has energy 


(blue squares} for 
three more lites, 
Tealso has red 
squares Indleating 
here is raw macetals 
avallable for mines, 


Manufacturing 
and Production 


ia Here Denal has raw 


materials available, 









osc but not energy. 50 
PSII you couldnt bulc a 
F219 me 





— the second 
column shows 
how many ofthat 
Item you contol 


1— The third column is 
total maintenance 
requirements For 
those Items, 





Use scrollbars 0 
View orher units 
‘you control 








Close burton 





facilities such as construction yards, mines, 
and refineries, One energy slot is required 
to support each lacility 

Additionally, if you are building @ mine, 
you need to find a system that has. 
RAW MATERIALS AVAILABLE 
MINES: (Small red squares on the Raw 
Materials status bar a the Sector Display.) 
NOTE; You cannot change the total number 
of energy slots available for a system 
Chapter 3 shows you, however, how to 
scrap facilities you're not using to make 





FOR 


room Jor new ones 
If you dont see a suitable system in. 
the current open Sector Window, close that 
sector by clicking on the Close box in 
the right-hand comer, and look in another 
sector: Once you've found a system with the 
necessary resources, open its Manufacturing, 
and Production window by double-clicking 
on its Manufacturing and Production icon. 
5 Give the order to build facilities. 
Your agent ( 
the role of the Alliance) can igsue build 


3PO, since you're playing 
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instructions for ships, troops, and facilities 
Select the Build Facilities option 


Right-click 
on C-3P0 and 
select Build 
Facilities from 
the menu that 
appears. 





rhe cursor changes to targeting cr 











This ig asking for the destination for the facth 
ity you wish to build. Select the cestinati¢ 
by clicking on the destmation system, The 
Build Selection window (Fig, 2.20) appears 

















‘Amount of maintenance — 
capacity necessary for 
Selected faclty 


Amount of refined 
materials nccessaty (0 
Dll selected Facility 


Click to bring up 
Encyclopedia entry on 
selected facility 
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The Build Selection window shows a 
default facility to be buill. To bring up a com- 
plete list of the facilities you can build, click 
on the down arrow below the default facility 
Scroll down and click on Mine or Refinery. 
You can build more than one facility ats time 
but let start slowly and leave the number of 
ities to build at one. Note the amow 
refined material the mine or refinery requires. 


This screen also shows the estimated time 











until project completion, Click on the check- 
mark to begin the build proces 
10 the di 





Notice the immediate chi 
play: The destination systems Manufacturing 
and Production window shows the new 
facility, surrounded by a grid to indicate it is, 
being built (Fig. 2.21), 


6 Wait for manufacturing news. 
Spend a little ime exploring the galaxy and 
naking plans. Where else can you build 


efineries and mines? 


Close bucton 


Currently selected faclly 


Drop-down button (0 view list 
ofall actties you ean bull 


Estimated time to project's 
completion 

Time necded to deploy facility 
{0 destination system ence it 
has been built 


Click to begin building, 


lick to cancel 


FIG. 2.20 THE BUILD SELECTION WINDOW 











Uprlared display shows mine 
1s uncler construction, 





FIG, 2.21 THIS MANUFACTURING AND PRODUCTION 
WINDOW SHOWS A MINE LINDER CONSTRUCTION. 








At the top of the sereen (Fig, 2 
is. mumber indicating how many days have 
passed since the game began. Next to this 

counter is the games Game Speed control, 

Right-click here to pause the game er set the 
game speed to Very Slow, Slow, Medium, or 
Fast, You may want to start the game at a slow 
speed as you study’ the ptlaxy and make your 
initial assignments, While you're weiting lor 
complete, you 








ccturing assign 





Current day 
— Right-c ek to 


bring up 
Speed menu 





— Select « speed. 
fr Pause to 
suspend play 


FIG. 2.22 DAY COUNTER AND 
SPEED CONTROL 


may want to speed things up. R2-12 (trans- 
lated by C-3P0) will inform you when yout 
facilities are completed. To read these mes~ 
sages, right-click on R2-D2_ then sele 
Messages (Hig. 2.23), (You can also double: 
click on R2-D2 to go direetly 1 Messages 














IG, 2.23, R2-D2'S MESSAGE WINDOW 


The Display Message Index screen (Fig, 2.25) 
appears. Read all messages, or messages in a 
specific category, Agent acly ce messages ave 
A special category, giving you tips on Star 
Wars Rebellion gameplay, Double-click on 
a message, in this case, Construction Yard 
Lule on Bortras, w read it (Fig, 2.26) 
NOTE: Any time a construction yard, ship: 
yard, or training facility completes its task 
—which you may have assigned direetly or 
through your agent—the message system says 
when that production factlity Is free again, 
Click on the Close bution, or the Disp! 
Message Index button to ge back to the list 
ol messages. You can delete a message alter 








you read it; however, all messages excep 
Agent Advice messages eventually expire and 
disappear fromm the list. 


aie 


When you are reading a 
message about something on 
a specific system, you can 
click on the Open Window 
button to bring that system’s 
controls up on screen 
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Tab to display 
resource messages 
Tab to display 
mission messages 
Tab to display 
fleet messages 


Tab co dlsplay 
loyalty messages 


Tab to display 
all messages 


Current Message 


Select all messages. 


Delete seloctes 
messages. 


Current Message List: 
Double-click to read 
‘or single-click © 
select message, 


—Tab to display manu- 
facturing messages 





















Tab to display 
defense messages 


Tab to display 
conflict messages 


Tab to display chat 
messages In head: 
to-head gameplay 
Close bucton 


Tab 10 display agent 
advice 

— Message Summary: 
‘liek to read message, 

Message posting 

‘options 


‘Open Window: 
Click to go to System 
‘window Tor selected 
message, 

Compose chat 
message (for head 
to-head games) 


— Seroll hough 
messages 


Close messages. 
— Display Message 


Index: Go back to 
message lis. 





‘Open Window: 
{lick to go ro 
System window for 
this message, 


FIG. 2.26 MESSAGE WINDOW MESSAGE 


Ifa construction yatd on one system builds ed belore it is deployed 10 its destination. 
a facility on a different system, there will be Note that the message from R2-D2 tells you 


at period of time after 





he facility is complet- the construction yard is idle (Fig, 2.26). 
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CONSTRUCTION YARDS 
Facilities in Star Wars Rebellion do not 
spring into existence automatically: In order 
to build a facility, one of the systems you 
contro} must have a construction yard. 
You can tell whether a system has a 
construction yard by looking at the 
Manulacturing and Production window. 
To locate your Construction Yards, select 
the Construction Yards option in the 
Manulacturing sub-menu of the Galactic 
Information Display control 


FIG. 2.24 MANUFACTURING 
[AND PRODUCTION WINDOW 





‘The area labeled Facilities Under Construc- 
tion shows the status of any construction 
going on in that system. Right-click in this 
area to give commands to the construction 
yard. Select Build, for example, to bring up 
the same Build Selection window you saw 
above. If you want to build a facility onto a 
‘system other than the system with the con- 
struction yard, select Destination from this 
menu and there click the targeting cross hairs 
nto the target system. You may need to issue 








the Destination command, followed by the 
Build command if the original destination 
setting does not have enough system energy 
or raw material points, Generally, its better 
to sel your destination, then begin buildin, 
You can also use this menu to stop produc- 
tion on a facility. (Chapter 3 covers this 
menu in detail.) 

When you selected the Build Facilities 
option from C-3POs menu, you were asking 
C-3P0 to find the nearest available construc 
tion yard and issue a Build command to that 
construction yard 

NOTE; If the Build Facilities option 
doesn't let you build anything out at the 
beginning of the game, it means you don't 
have any construction yards. For the 
purposes of this mini-mission, you should 
restart the game following the instructions 
at the end of this mini-mission. If this 
happened in a normal game, however, you 
would probably be more challenged trying 
to take control of an enemy or neutral 
system that did have a construction yard, 
following the techniques outlined later in 
this chapte 








Although the agent’ Build Facilities option 
is a convenient way to issue a Build command, 
there are advantages to giving the command 
directly to the system with the construction 
yard. For one thing, you have more direct 
control. For another, it may help to know 
where the construction yard is located before 
you select a destination, since it takes longer 
to deploy facilities to systems that are farther 
away. (it takes a very Jong time to deploy 
facilities to a system in a different sector.) 





























Bring up the Manufacturing window for the 
target system, select the Mine tab, and note 
that the mine is there but not highlighted. 
Right-click on the mine and select Status. 
timated arrival date of the mine 





to see the 
(Fig, 2.27). 
Alter you've built some mines and refi 
neries, check hack at the Refined Ma 
Monitor and Maintenance Monitor and note 
how your refined material und maintenance 
capacity value: 1. You can fur 
ther expand your manulacturng potential 
by building more construction yards, so that 
you can build more mines, refineries, anc 
other facilities, To build a construction yard, 
follow the same instructions you fallowed to 
build a mine or relinery: 
7 Summary 
This mini-mission familiar 








rials 








have increas 


ed you with 
some of the basic controls and displays for 
Star Wars Rebellion. You learned how to’ 
locate a system hased on its resources of 
existing facilities using the Galactic Infor 
mation Display; study the Sector window to 





ETA shows day on 
whic uit s 
estimated to anive. 
Seats els where cicy “a 
isin production proces. 
Ins ease its en rune 


0s destination system 


onborstre 





turing Status 








evaluate a system capacity for mines, 
refineries, and other facilities; give a s 
specific Build instructions in its Manufac- 
turing and Production window; direct the 
Agent droid to build! facility; and adjust 
the game’ speed, This mission also taught 





you a little about the interrelations of game 
concepts, in this case how mining and reli 
ing your raw materials increases your manu 
facturing, capacity throughout your systems, 
Over the next few mini-missions, youll 
learn how to expand your territory, and how 
to use your manufacture facilities in 
different ways. 

OTE: At this point you may wish to restart 
the game, particularly if the Empire has 
been pestering you, Star Wars Rebellion 

is a real-time gamte; this means as you've 
been casually perusing the manual, the 
Empire has been aggressively building up 
ius forces, exploring the galaxy, and trying 
{o fulfill its victory conditions. To start a 

new game, click on the Game Options 
button at the left of the screen 





FIG. 2.27 MANUFACTURING STATUS WINDOW FOR MINE EN ROUTE 














Sway Neutral Systems to 
Your Cause (Play as Alliance) 
In this mini-mission, you'll expand your 
sphere of influence by sending out diplo- 
matic missions to bring neutral systems to 
your side, In doing so you'll learn how to 
use the characters in the game to achieve 
specific goals by sending them on missions, 
A mission is a specific task a character 
attempts to accomplish. Here’ an overview 


of the mission process 





You send characters on missions from a 
system or lleet you control, You select the 
mission and the destination. Once you've 
assigned the mission, the character immedi- 
ately travels to the destination. When he ar 
she reaches the destination, the character 
begins performing che mission 


‘How a mission concludes depends on 





many factors, including the type of mission, 
the destination, ancl the character’ strengths 
and weaknesses. There are also, of course 
random forces at work, which means success 
is never guaranteed. Some missions into your 
opponent’ or neutral systems can be foiled, 
which means the enemy detected your per- 
sonnel and thwarted their efforts, If this 
happens, your agents may be killed, injured 
or captured. 

Missions that arentt foiled can end in 
success or failure, depending in large part 
on the skills of the personnel on the missic 
Your message droid (R2-D2 if you're pla 
the Alliance) tells you when the chara 
ready to report on the mission’ o 
On certain types of missions, the character 
will ask you if you want the mission to 














some. 


continue, until their efforts can no longer 
produce results. 

NOTE: For complete details on missions, 
read the section on Characters and Missions 
in Chapter 3. 

1 Select a neutral system you'd like 

to convert. 

This time as you peruse the galaxy, do so 
from the point of view of a good shopper 
Examine the blue systems, which are neuteal 
Which ones have the most resources {red 
and yellow squares)? The most energy (blue 
and white squares)? Select systems which 
already have popular support toward your 
side, since diplomatic missions work by 
increasing popular support. 

When you've found a few systems that fit 
the bill, double-click on their Manufactur- 
ing and Production icons to take a closer 
look at what’ on thase systems (Fig. 2.29), 
Ideally, you'd like to find a system that 
ready has manufacturing facilities, such as 
construction yards and shipyards (Fig 2.29) 

When you've selected the neutral sys 
tem you want to convert first, click on the 
Minimize button on its Manufacturing and 
Production window: This will add the system 





























» the “slots” on the Window Reference Bar 
atthe right of the screen (Fig, 2.28) 
NOTE: These “slots” are a handy place to 


store windows that you plan to get back to 
shortly. For example, if one of your systems 
has a construction yard, you can direct the 
system to build something, then minimize 
the window so that when building is complete 
you can quickly call that construction yard 
up and tell it to build something etse 

2 Locate your characters. 

Star Wars Rebellion’s characters add an 
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= 








exciting element to the 
y of the charac- 
ters are familiar; Luke Sky- 
walker, Princess Leia, and 
Han Soly all are featured. 
Other characters are drawn 
from the Star Wars books 














and movies, ‘here are 60 
characters in all, evenly 
split between the Empire 


and the Alliance. Pach 
character in the game has 
different characteristics, 
strengths, and weaknesses: 
NOTE: Each side begins 
the game with seven 
core” characters, For the Alliance, these 
characters are: Mon Mothma, on the 

system containing the Alliance headquat 
ters, and Luke Skywalker, Leia Organa, 
Han Solo, Chewbacca, Jan Dodonna, and 
Wedge Antilles on Yavin. The Empire always 
begins the game with: Emperor Palpatine 
on Coruscant, and Darth Vader, jerjerrod, 


FIG, 2.28 WINDOW 
REFERENCE BAR 


Minimize Button: 
Giiek here to "store 

a window in a 

sor atthe right 





Choose systems to 
convert that already 
have popular suppor: 
for your side, 


‘This system is desirable 
because i already has 
‘construction yard 
and two shipyards you 
tan press into serve. 





Ozzel, Piett, Vers, and Needa, each located 
on a randomly selected Imperial-controlled 
system or fleet, Theve is also one additional, 
randomly chosen character available to 
each side at the start of the game for a 
small galaxy, two extra for a medium 
galaxy and four extra for a large galaxy 

There are two ways to find out where 
your personnel are. One is to use the trusty 
Galactic Information Displays Personnel 
sub-menu, Select Idle Personnel and exam 
ine the updated display (Fig, 2,30), Systems 
© stars inclivate personnel who are 
riot assigned to missions oF commands 








FIG, 2.30 GALACTIC INFORMATION DISPLAY 
PERSONNEL MENU 


The name of the system 
Js next to an Icon which 
shows what kind of 
‘winclow is minimized 
{in thi case, a Man 
facturing ancl Production 
window), Double-click 
fn the slot co bring up. 
the window’ 


Window Reference 
Bar: This area contains. 
twelve “slots” for you 
to store minimized 
System winelows for 
‘quick retrieval 





BSS caren ns 


FIG. 2.29. MANUFACTURING AND PRODUCTION WINDOW 
FOR A NEUTRAL SYSTEM YOU MAY WISH TO CONVERT 














the second way to locate personnel is 10 
search for a specilie character Click on the 
Personnel Finder on the Control Panel, The 
Personnel Finder has two tabs (Fig, 2.31) 
The tab for your side is the default, so the 
window shows a listing of all your characters 
in the game, Double-click on a character's 
me Lo open up a window for that charac 








ter’ current location, For the purpose of 
this mini-mission, double-click on Le 
Organa to see her current location. 





ia 


Tab to locate 
Allance personne! 


Tab to locate Imperial 
personnel, Information 
‘on your opponent's per 
sonnel Is not tkely tO be 
accurate untll your 
agents gather 
Inteligence trough 
Esplonage missions 
(ee Chapter 3) 


List of characters 


no geographic location in the game, Luke also 
goes 10 Dagobah at some point, which, again, 
has no geographi¢ location in the game 
When you double-clicked on Leia in the 
Personnel l'inder, you opered the Personnel 
tab of the System Defenses window for Yavin 
NOTE: Its possible that Lzia may already 
have been captured by the Empire, as they 
tend to set out for Yavin ewly in the game. 
If this is the case, for the purposes of this 
mini-mission, you should restart the game 


Name of 





elected character, or you can enter 


J, aechasacter’s name to fin Won the lise 


pen Window Button: 
lick here to open 

‘vindow for characters 

Surtent locaton, 





Switch to Chivacter 
Finder 


Switeh to 
‘SpecForces Finder, 


Personnel Finder: 
Click here to bring 
Up this window, 


HIG. 2.31 PERSONNEL FINDER ScREEN 


3 Examine your characters on Yavin. 
There are five possible locations for characters 
in the game: on a planetary system awaiting 
orders, on & mission at a system, captured 
by your opponent on a system or feet, ona 
fleet that is in orbit about a system, or en 
route between systems or fleets 

NOTE: Han, Luke, Leia, and Chewhacca can 
also be located at Jabba’s Palace, which has 





the System Delenses window (Fig, 2,32) 
has tabs for personnel, troops, fighters, and 

delensive facilities that are located on a system. 

NOTE: Another way to get to this screen is 
to double-click on the System Defenses icon 
located to the immediate lower left 

of the system in the Sector window. | x | 
Try this now by clicking on the Clase button 
of the current window, then clicking on the 








cuariee? 39) 




















System Defenses icon next to Yavin, which 
is in the Sumitra sector 

You'll see the 
the six characters av 


Personnel tab, which shows 
able at Yavin. Right 
click on a character to bring up the Character 
menu, Select Eneyclopedia to learn the 
background of the character (Fig. 2.32 

After you've read the Encyclopedia entry 
close the Encyclopedia and right-click ay 
on the character and click on Status. This 
shows you the characters statistics and cur 
rent status (Fig. 2.33), Right now Leia 
is Awaiting Orders; at other times 
be En Route or On a Mission or even 
Captured. Note the ratings section, whic 
shows which characters are good for which 
types of missions, (For example. Leia he 
strong diplomacy rating, so she'll do well o 
a Diplomatic mission.) The other it 
this window, such as whether acl 




























‘System name 


Personne! tab 


Characters and 
SpecForces on the 
‘yseem 


be 





R&D capabilities or can have a command 
rank, are covered in detail in Chapter 3 
Close the Status window before continuing, 
4 Send Leia on the mission. 
Double-click on the neutral system you 
he Window Reference Bi 
slot, and position the windows so they are 
Now right-click on Leia to 
bring up the menu for her character, Select 
Mission fi 
to targeting cross hairs, indicating the game 
to know the destination for Leia’s 
mission, Missions are object-specific. That 


minimized in 


side-by-side 





om the menu. The cursor change: 











rissions require you, for example, to 

1 a particular facility to sabotage or 
character to capture. In this case the target 
isa system, so click on any area of blank 





.ce im the neutral systems window. 
This brings up the Create Mission window 
(Fig. 2.34). Under Mission Type, Diplomacy 








‘Minimize button 





'— Close button 


Right-click on 
cchatacter © bring, 
up menu. 

Mave 

Confirmed Mave] 

Mission 


FIG. 2.32. SYSTEM DEFENSES WINDOW 











Character Status 


System or leet to which 
‘character bs attached 


CChavacter's current status 


A character's ratings 
are of particular incerest 
‘when you're selecting a 


character for a mission, aa 








“ie: 


There are Encyclopedia 
entries for all of the game's 
characters. systems, troops. 
facilities, ships, missions, and 
special forces. There are three 
ways to access the Encyclo- 
pedlia. Selecting Encyclopedia 
from an item's pop-up menu 
Is one way. Another is by 
clicking on the Encyclopedia 
Icon located In many dialog 
Cammy boxes: This brings 
You te the corres 
Encyclopedia entry for the 
c Finally, you 
can access the Encyclopedia 
directly by clicking on the 
Encyclopedia icon on the 
Control Panel. This interface 
is covered in detail in 
Chapter 3. 








rent context. 








FIG, 2.33, CHARACTER STATUS WINDOW FOR LEIA ORGANA 


Character image 


NINN 


Lela Organa ‘Character name 


— Bring up. 
Encyclopedia entry 
for this character, 


Close button 





the default, and since that’ what you want 


click on the checkbox, Lia's image comes 





off the Yavin personnel tab, since she is on 
her way to a mission, 

NOTE: Diplomacy works by increasing 
popular support on the destination system. 
5 Monitor the mission’s progress. 
Open the Sector window for th 
tem, Note the red Mission icon at the imme- 
diate lower-right of the system 


Larget sys 


Misston Icon: 
Inlcates mission is in 
progress on that system 





The Mission icon indicstes you have a 
mission in progtess on tha 
click on the icon. 

The Mission Status window: (Fig. 2.35) 
lets you check the status 0° the mission 


system, Double 


Left-click on the Mission ivon (Diplomucy 
and select status to bring up the Mission 
Status window (Pig 2.35). Leia 1s currently 
ice. When she arrives on the 





in hypersy 


Mantmussion ay chaniee? 




















Create Misstaet 


Select Mision tab Fase ; Dezoy tab (This wil be 
} ‘covered in Chapter 4) 


Currently — 
selected mission 


Bring, up Mission Type list 


Target 


Mission target 








Bring up Encyclopedia 
‘ent for this mission, 


Say Cate! mission assignment 


Mission Name: Right-click co 
bring up pop-up menu for 
mission, There may be more 
than one mission on a system, 
The information on the right 
side of the window refers 10 
the selected mission, 


Mission target 
|— Tab ‘or mission agents 


— Tab ‘or decoys 


‘Moving starfeld 
background indleates Leta 
Is in hyperspace. 


x 


Tea Sree 





NG, 2.38. MISSION STATUS WINDOW 


G82 cHarter 2 / MINE MIssion + 

















stem, sl 
diplom: 
As the mission progresses, Leia sends you 


he will automatically beg n her 


ic efforts 











messages through R2 

R2-D2 will beep, and C-3PO will translate 

There is a message from Princess Leia 
There a 


messaging system. 








several 





ways to access R2-D, 


messaging system. ia 





One is by right-clicking 
on R2-D2 to bring up 
he Message menu: o3)) 
then selecting Mes 
sages. Another is by 
simply left-clickin 
once on R2-D2. You 


can also access mes: 


Messages: 
Lighted icons 


fea sages in that 








sages via the Mess 
Alert bar (Vig, 2.36 


the sereen - 
Messages on the ames 


Message Alert bar are 


sorted by category 





FIG, 2.36 MESSAGE 
ALERT BAR 





enever you get i 
new message, an icon 
for that message category “lights up.” Click 
on the icon to bring up the Display Message 
Index window for that message cztegory 
For example, clicking on the Mission Mes- 
sage icon brings up the screen (F" g. 2.3 
Double-click on Princess Leia’s message 
(Fig, 2.38) 

A diplomatic mission may have “succe 
increasing populai 
even il it doesnt quite sway the system to 
your side. Often it takes an ongoing diplo- 
m poe 
will tell whether the mission succe 














in 
pport for the Alliance. 








ic ellort to sway a system, Leias r 












AG, 2.38 LELA'S MIS 





ION REPORT 








whether the population supports your side, 
Leia will ask whether you want the mission 
© continue. Generally you should click on 






he checkbox, indicating you want to 
continue the mission. 
NOTE: If you don't respond to Leia’s ques- 


tion, she will automatically continue the 





mission until the system is 100 percent 
loyal to your side 

You may need to repea. the diplomatic 
ission several times before the system joins 
he Alliance, When that happens, C-3P0 
reports, “Goed news about support for the 


The 














sstems name changes 1 red 









muntmussion ay cHarrin? 3h 

















in the Sector window, and you now have 
access to that system’ resouirces and facilities. 
NOTE: Any time you send a character on a 
mission to a system that you don’t control, 
you put that character at risk, Even if the 
system is neutral, the mission may be foiled 
by enemy forces at that system, or if the 
Empire takes control of that system while 
the character is there, Obviously, a character 
sent on a mission to an enemy system—for 
example, an espionage or sabotage mission 
—is at even greater risk of being captured 
or of having the mission foiled. 

6 Summary 

This mini-mission oullined the general 
process of using diplomacy to sway neutral 
systems to your side. You leamedl how to find 
and analyze your characters, how to send 
them on missions, and how 10 monitor the 
results, For more information on Star Wars 
Rebellion's missions and diplomacy, see 
Chapter 3 


Mini-Mission 4: 


Expand the Known 
Galaxy (Play as Alliance) 
On the Ge 
to see that what we know about the galaxy 
is indeed limited, In this mission, youll 
chatt unexplored systems (the ones that are 
gray on the Galactic Information Display) 
and subsequently lay claim to uninhabited 
systems by establishing garrisons there, A 
troop occupying a planet is called a garrison, 
and can defend 2 planet from attack ancl 
keep as 
tem does not have strong popular support 
for your cause 





alactic Information Display, its easy 











stem on your side, even il the sys- 





Ad chianvrce 2 ¢ MIMtmussion « 





‘Once again, you may want 
to restart the game as the 
Alliance before beginning, 

this mini-mission. 


1 Locate any Longprobe Y-wing Recon 
Teams you began the game with. 

‘The Longprobe Y-wing Recon Team is one of 
the Alliances Special Forces, or SpecForces 
These are personnel which can only perform 
certain missions, Longprabes go on Recon 
naissance missions, to tell you about an unex 
plored systems loyalty and resources, Each 
side begins the game with several Special 
Forces regiments randomly placed, Ohten, 
Longprohe Y-wing Recon ‘Teams are available 
at the game’ start, Search the galaxy for chem 
now by clicking on the Personnel Find 
icon, This brings up the Personnel Finder 
window (Fig, 2.39), Chek on the SpecForces 
button to switch the listing to Special Forces, 
This screen shows the namber and location of 
any Longprobes you have available, Select one 
of the Longprobe locations by clicking on 
number, then click on the Open Window 
button, ot double-click on a number. For 
example, 1a open the System Defense window 
for the Longprobe at Averam, you would 
lick on the number L under the Longprobe 
icon next to Averam, SpecForces, like char 
acters, come up on the Personnel tab of the 
System Defense windlow. 

NOTE: If you don’t have any Longprobes, 
build a few following step 3 before continuing 
2 Change the Longprobe Y-wing Recon 
Team's base system. 
Personnel, troops, Spec:al Force: 

















and fleets 

















Each type of SpecForce — Mau 
Is represented by an 
con: Bothan Spies, 


Infacors, Guerilas 
‘and Longprobes. 





List shows the name of 
teach system, and type 
and amount of Spectal 
Forces on that system. 


Number shows number 
‘of that SpecForce 
regiment in the system, 
Click on a number to 
select it, oF double-click 
to go to that system. 


are all a 





gned to specific base systems, At 
the end of a mission, this is where the unit 
automatically returns. 

NOTE 
eral rule; successful diplomacy missions 


There are some exceptions to this 





end with the character remaining on the 
system, for example 

Since it 
travel between sectors thar 





kes much longer for units 10 
it does to travel 


between systems within a sector, its a good 





idea to establish the team base in a secto 
that's mostly unexplored. Although Yavin is 
Em 


against that system early in 





located in an unexplored sector, th 
typically moves 

the game, so it isn’t a good selection as a 
base. For this exam 
Alliance headquarters, which 


ie 


You can see a unit's base 
system (or “Attached 
location) by right-clicking 
on a unit and selecting the 
‘Status menu. 








le, choose as a base t 


Close button 


— Open Window Button: 


Go to Sector window 
for selected Specorce 
regiment, 


~ Characters: 


From this screen, 20 
back to Character Ist. 


— spectorces: 
From Character list, 
0 {0 this screen, 


FIG. 2.39 THE PERSONNEL FINDER 


at a random system on the Galactic Rim. 
To change the Longprobe team base sys- 


em, give the team the command to move to 





he new system, Open the Sector window for 
Alliance headquarters, In 
re at Vj, in 
Moddell sector: Position the System Defense 


the sector with the 





his example, the headquarters 





indow for the system with a Longprobe next 





» the Sector window as shown. Right-click 
on the Longprobe team and select Move 
rig. 2.40). When the cursor changes to cross 























hairs, click on the Alliance headquarters. 
NOTE: The € arrows at the top right of 
the Sector windows flip that window to the 
other side of the screen. 

R2-D2 (translated by C-3PO) will inform 
you when the units have arrived. 


le 


You can also move a charac 
ter, fleet, troop, or Special 
Force by dragging it to the 
destination system. 





3 Start bullding more Longprobe 

Y-wing Recon Teams. 

The only production lacilities y 

are construction yards, used to build mines 

and refineries, There are two other types of 

production acilities—shipyards and trainin 
Training 


Forces, such as the Longprobe ¥awing Reee 


u've seen 





facilities acilines produce Special 
Team, and troops, such as Army Regiments 
which can garrison systems or participate in 
ollensive engagement 
NOTE: Don't confuse Longprobe ¥-wing Recon 
Teams with Y-wing fighters, a type of ship. 
We need to train the Longprobe Y-wi 
Recon Team. Bring up the Galactic 
Information Display’ Manufacturing sub- 
menu, then elick on Training Facilities 





to find a place to build our troops. Click on 
a sector with a larger star, then open the 
Manufacturing and Production window for 
the system with the training yard (Fig. 2.41), 
NOTE: Because the Star Wars Rebellion 
galaxy is different every time you play, itis 
possible you don’t have any training yards 
available. If this is the case, for the purposes 
of this mini-mission, start the game over. 
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Give the order to build one or more 
Longprobes. This follows the same general 
procedure you used to build mines and 


Right-click In 
this section to 
bring up the 
Production 
Encyclopedia 





FIG. 2.41. MANUFACTURING AND PRODUCTION 
WINDOW FOR A SYSTEM WITH A TRAINING YARD 


refineries. Right 
T 
Build from the drop 

Click on the down arrow of the section of 


lick on the Troops 








ping section of the display, then select 
own menu (Pig, 2.41), 


the Build Selection screen ( Fig, 2 





FIG. 2.42 BUILD SELECTION WINDOW 
FOR TROOPS AND SPECFORCES 

















mation icon to call 
up the Encyclopedia entry 
for the selected troop. 


displays Army Regiment, the default type of 
troup, A seroll-down list of troops appears. 
These are all the troops available w you 
Scroll down the list and select Longprobe 
Yewing Recon Team. Note the cost of build= 
ing these units, Chei 
Monitors to make sure you can allord to 
build the team, (C-3P0 will tell you if you 
don't have the maintenance capacity for 
something you want to build.) If you don't 
have the refined materials you need on hand, 
construction will take longer but you will 
eventually get some materials to build with 





k your Maintenance 





and can, therefore, still initiate the build 
Go ahead and start building wo or three 
teams, While you're waiting, lor your Long: 
probes to be built, try increasing mainten 
ance capacity by building a few mines and 
refineries. Find other systems with training, 


facilities, andl start building more Longprobes 
R2-12 will inform you when your Long 
are inished, Move the Longprobe’s base to a 
system you control on the galactic rim, such as 
the Alliance headquarters, described in step 2 
4 Send Longprobe Y-wing Recon Teams 
‘on Reconnaissance missions. 

When your Longprobe arrives at its new 
base, explore that sector. Give orders to per. 
sonnel by operiing the System Defenses win: 
dow for that system, Right-click on the 
Longprobe icon and select Mission [rom the 
drop-down menu. The cursor changes toa 

















ross hair: Point ancl click at an unexplored 
system. The Create Mission menu comes up. 
Reconnaissance is the only mission available 
in the drop-down memu, and that’ what you 
want, so click on the checkbor. 

NOTE: Each character or Spectarce is 
capable of performing only some of the 
mission types. Note that you can't send the 
Longprobe off on a Diplomatic mission; nor 
can you send Princess Leia to explore the 
far reaches of the galaxy. 

The Alliance Mission icon appears to the 
right of the system you chose, in this example 
Endor (Pig, 2.43). The Longprobe icon, 
meanwhile, 








goes of the Personnel display 


FG, 2.43, SECTOR AND SYSTEM DEFENSES WINDOWS 
AFTER LONGPROGE IS SENT ON 
RECONNAISSANCE MISSION TO ENDOR 
You can double-click on the Mission 
icon, bring up the Mission window, and see 
that the Longprobe is en route to the system. 
When the unit ames, it will automatically 

begin its reconnaissance of the system 

5 Start building troops to land 

on systems. 

It will ake a litle while before the reconnais: 
sance resilis come back. In the meantime, get 
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ps ready in case the system is umpop- 
ulated. Stationing troops on a system estab- 
lishes a garrison, giving you ready access to 
that system resources and the ability to defend 
the system [rom possible Imperial attack, 

To build troops, again, lind a system with 
training facilities that arent doing anything, 
This time, use the Galactic Information 
Display menu to select the Idle Training 
Yard option of the Manufacturing sub-menu, 
That will show only craining yards that arent 
already building something, Bring up the 
Manulacturing and Production window and 
right-click on Troops in Training. a\liance 
Army regiments are quick to buil and don't 
requite many resources, they should do the 
tick nicely 
6 Find a capital ship to transport 
your troops. 

Capital ships are large ships, some of which 











can carry fighters or troops, Troops traveling 


wo newly explored systems must be aboard 


Displays Imperial ships, 


such a ship. A good ehoice is a medium 


transport, which can carry two troops, Each 





troop ion 1s actually representative of one 
regiment, or group. of troops. 

Glick on the Pleet Finder icon, then click 
‘on the Ships button (Fig. 2.44). Doub! 
cliek on a transport ship name to open the 
Fleet window for that ship (Fig, 2.45). 
(Alternately, single-click on the ship to high 
Iight it, then elick on Open Windows) 

All ships are part of a fleet, The next 
mini-mission will cover the Fleet window 








an detail (Fig, 2.46). For now, move the fleet 
to the system that is building troops. Right 
lick on the transport, choose Move, an 


select the destination system when the cur- 
sor changes to targeting cross hairs. 

It will tale some time for the transport to 
When it doe 
troops onto the ship, either giving the Fight 


click Move command, or by dragging the 
Hroops ont the ship, 


Clase button 


Displays Alliance ships 
Displays all ships my 


‘iiice shies 


“These are all your ships 
{lick on 2 ship to select I 


Clic here to bring 
Up Fleet Finder 





— Open Window 


IG. 2.44 THE SHIP ANDER WINDOW 

















— Double-click on a fleet to 

see this ist of capltal ships 

Select an 

Individual ship, 
then click on 
the tabs a ight 
to see what's 
‘on the ship, 
















Number of 
troops the ship 
ean cary 

‘ ‘Number of 
a two9ps aboard 


BENS —ticops cab 


| this transport 


already has 
two troops, 


FIG, 2.45. THE FLEET WINDOW CAN SHOW 
DETAILS ABOUT INDIVIDUAL SIPs. 


NOTE; The wansport may already have 
troops on board. To see what's on a ship, 
select the ship, then select the Troops tab 
at the right of the Fleet window, 

NOTE: Because the game begins randomly 
every time you play, there is a chance you 
don't have a transport ship available. If this 
is the case, use the Galactic Information 
Display Manufacturing menu (o find an 
orbital shipyard, then build the transport 
using the same procedure you used for 





building mines and oops. Shipyards and 
fleets are covered in detail in the next 
mini-mission 

7 Check on the status of your 








missions. 
Ag soon as the Longprobe has information 
about that system, youll see the familar 
white/blue and yellow/red bars under the 
system, In this example, it looks like Endor 


Fleet location 


Currently selected 
fleet 

















Capital ships 
in that Meet 


Total fighters 
Total oops 


Personnel 


Here is a 
medium 
transport you 
can move to 
system 


FG. 2.46 FLEET WINDOW 


has. a lot of resourees available 
(Fig. 2.47), Il there are no. 
facilities, defenses, or loyalty 
incheators ona system, i 
means the system is unpopt 
lated. Grab at! 

8 Send troops out to 
bulld garrisons on unpop- 
ulated worlds. 

Position the Fleet winelow for 
your transport ship anc the 





Sector window containing Tisai 
ENDOR HAS 
RESOURCES, BUT 


IS UNPOPULATED, 


the newly explored system so 





hey are next to each other 
Pig. 2.48), Ri 
transport ship, select Move, ane 
andl click on th toa system with the 
targeting cross hans, It will take: some time 


fi 


click on the Troops tab, select 1 











eh point 
des 








he transport ship to arrive. When it does 























Feet is in orbit 


about system, 


Select traops, then 
right-click to bring 
vp menu, 





FIG, 2.48 FLEET WINDOW: WHEN YOUR TRANSPORT IS IN 
‘ORBIT, GIVE THE ARMY REGIMENTS THE COMMAND 
TO MOVE DOWN TO THE PLANET SURFACE 


then select Move and elick on the system 
9 Watch your galactic Influence soar! 
AL this point you can hegin exploiting the 
system, building mines, refineries, and other 
facilities, You can double-click on the 
System Defenses window to see the newly 
positioned Army Regiments (Fig, 2.49). 
Note the message (Fig. 2.49} that says, 
jarrison Requirement: 0. If the population 
of asystem you control does not strongly 
support your side, you may need to garrison 





troops there lo maintain control. In this case, 
ihe system is unpopulated. New y colonized 
systems don't have uirements 
per se, but in order to maintain control ol 
them you have to keep a regiment there 
until you build and deploy your first facility 
to that system, at which time the system 
becomes 100 percent loyal and you can 
remove the regiment 





artison re 








BO CHADTER 2 / MINI-MISSION 5 


Most of the systems you explore will be 
unpopulated, but many will be populated 
and neutral, You can try to use diplomacy 





to sway these neutral systems, Also, don't 
forget your opponent hes this same technol 
ogy to explore and garrison the outer reach- 
es of the galaxy, so you may be racing to lay 
claim to these systems, 


M 


Take Over Some Systems 
(Play as Empire) 

No more Mr, Nice Guy! For this mini- 

sion you'll begin the game as the Empire, 
‘win over systems the old-fashioned 
way: by force. 

1 Start the game as the Empire. 
In the shuttle ac the beg nning of 
click on the green Impevial icon 





Mission 5: 












ie game, 











Trooper 

Regimens tab 

Troops id zg 

amrisoh Requirement O— This is the minimum 
umber of oops 

needed to maintain 

‘control of system: 


pen the Fleet window/ 
System Defenses icon 


Endor Is now rec, — 
denoting Alliance 
control 





FIG. 2.49 PLACING TROOPS ON AN UNPOPULATED 
WORLD GIVES YOU CONTROL OF THAT SYSTEM. 


8 Click here. has the same feanures 


but the graphics are s! 


he Alliance side 
ghuly dillerent, and 
2-D2, you have 











The w 
You'll especially like the lewion ef storm- IMP-22 Military Protacol Droid and SD: 
g at attention 10 greet you as Listen to [MP-22 to get the Empire's per 
Command Center (Fig. 2.50? spective om the current state of galactic allairs 
2 Analyze your fleets. 
Fleets are made up af 
+ CAPITAL SHIPS: Lai 
Lime and resources to build. Some capital 
ships are heavily armed and defended 


we while others are designed primarily to 





ductory geaphies are different nstenul of C-3PO and 





troopers standin 











ips take a lot of 


carry lighters or traps, 

FIGHTERS: These are small, maneuver 
able ships such as the TIE fighter 

+ TROOPS: These are regiments such as 
stormtroopers, Fleet Regiments, and 
Imperial Army Regiments, 

+ PERSONNEL: These include char: 




















fers 





IG. 2.50 COMMAND CENTER 
FROM EMPIRE'S PERSPECTIVE who can take command of lleets, troops, 





Min-mission s ycHarice2 — Si0 








and Special Forces to perform missions 
for you 
NOTE: The Alliance has correspond- 
ing ships, woops and personnel. See 
Chapter 3 for decals 
You begin the game with a random 
assortment of ships, fleets, and -roops. 
Locate your existing fleets by selecting Idle 
Fleets from the Fle; 
Galactic Information Displai 


sub-ment of the 
(Fig. 2.5), 








FIG. 2.51 GALACTIC INFORMATION DISPLAY 
IDLE FLEETS 


‘There may be more than one 
feet orbiting a system, 
The Information at righe eters 
10 the highlighted fleet. 


Fighter ican indicates one 
fr more fighters are In lect 


Troop icon indicates one or 
mere troops on fleet 











B52 crarren 2; mInt-mussion 5 








Corellian 





Open a Sector window, such ai 
in Fig. 2.52, which has several fleets 
NOTE: Fleets are indicated in the Sector 
window by the Fleet icon on the right of a 
system that has a fleet 

Double-click on a Fleet icon to bring up 
the Fleet window (Fig, 2.53). This window 


Fleer leon 





FIG. 2,52 SECTOR WINDOW FOR A SECTOR 
WITH THREE IMPERIAL FLEETS. 











Capital Ships Tab: Displays 
the ships included in the fleet 


Fighter tab 


Troop tat 


Personne: tal 





Displays fleet concents 
These ate the capital ships 
Inthe Meet, Note the fighter 
and troop icons show whi 
Ship is caring fighters 
and/or troops. lf personne! 


‘were abatl this eet. 3 


personnel icon woud also 
be displayed 


FIG, 2.53 FLEET WINDOW 














shows all the fleets orbiting that system. Left 
click on the Fleet, 
highlighted, to bring up 
about that fleet (Fig, 2.54). 


11 is not already 





nformatior 


capacity 
Number of 


Fighters on 
eet 


— Figheer(s 


FIG. 2.54 FLEET WINDOW DISPLAYING FIGHTERS 





four tab: 
squadrons, troop 
ft 
he capital ships 


regiments, and personnel. st ta 





displays icons lor each « 





You can have any number of capntal s 
ina fleet 
Click on the next tab to see the 








squadrons. The left mumber shows the nun 
ber of fighter squadrons in the fleet; the 

it 
number shows the number you have 1 


for. Likewise, the Troop Regiment tab sh 
how many troops you have and the cu 
Finally, ch 






roop capacity (Fig, 255) 


sonnel tab 
Forces are a part of this leet 
When you select a Ileet on the left of the 
thes 


Pe 


nich characters or Spec- 








screen (Fleet 4 1m this case 
show 


the 


four tabs 





jow fleet resources are allocated fc 


ntire fleet. For more precise control 








—Toral troop 
capacity 
Number of 
troops on 
fleet 





IG. 2.55 FLEET WINDOWS DIS LAYING TROOPS. 


you can see how resources are distributed 
n each capital ship. Dovble-click on the 

Flect + in this example tc see icons for each 

capital ship in that fleet. Single-click on a 

ship to select it. Now the tabs at right show 
re contents for that ship only (Fig, 2.56 


Double-click or — 


This side of the 
shows that swo 
of the troops 
are on the 
Galleon, 


FIG. 2.56 FLEET WINDOW CAN SHOW INFORMATION 
FOR SPECIFIC SHIPS, 



























Fleets stare out with names such as Fleet 1 
leet 2, etc. You may assign a more meaning- 
ful name, Right-click on the Fleet ici 
select Rename from the menu. Type in 
Attack Fleet 1, or some other meani 
name. This will help you organize your 
fleets, and will also help you locate a specit- 
ie fleet with the Fleet Finder. 

3 Select a few systems as fleet bases. 
At the beginning of the game, the contents 
of the fleets may not be powerful enough to 
take over a system, Plan on using at least two 
systems as bases from which you'll build up 
these fleets, Use the Galactic Information 
Display to fine systems with shipyards, 
training yards, or both. You can move a few 
available fleets to these systems by right 
clicking on the fleets and selecting Move, 

or by dragging the fleets to the new system 


il 


Coruscant, as Imperial head- 








quarters and base loca 
of Emperor Palpatine, always 
begins the game with a fleet. 

You should resist the temp- 

tation to send this fleet out, 

however, as it is crucial 

that Coruscant remain well- 

defended 








4 Build shipyards/training yards on 
fleet bases. 

For this example, employ the strat 
establishing a base system for a fleet that 
has both a shipyard and a training yard. If 
your fleet base is missing one or the ather, 
see if you have enough energy units (blue 


sy of 








squares), refined material, and maintenance 
capacity to fill the gap. 





Another strategy might be 
to build large, single-purpose 
sites, As you play the game, 
you'll develop your own 
strategies and playing style. 


You can instruct your droid agent to 
build facilities on any system, Right-click 
on IMP-22. Select Build Facilities from 
IMP-22 menu. The cursor changes to 
targeting cross hairs. Click on the system 
fe chosen as your hase system. The 
standard Build 














lection window comes up. 
Select Orbital Shipyard (or Training Yard) 
1 click on the checkmark, IMP-22 will 
track down the closest available construc 
tion yard to do the task: 

5 Start building more ships. 

Start building more ships to increase the 
firepower of the fleet. Bring up a Manulac- 
curing and Production window for a system 
with a shipyard, Right-click on che shipyard, 
then select Build. Scroll down the hst of 
possible ships, and examine which ships are. 
available and how much they cost to build. 
You may have to start out small, perhaps 
churning out TIE fighters until you increase 
your maintenance capacity. A strong fleet 
should have several capital ships with strong 
firepower capacity, such as Carrack light 
cruisers. You also need several capital ships 
which can carry your troops. Galleans can 
carry two troops each and are well-defended, 
but dont have offensive capability. Star 
Destroyers, on the other hanel, can carry 















































troops and fighters and have offensive and 
defensive capability, but take a long time to 
build and are expensive to main-ain. It is 
always a good idea to fill your fleet to capac- 
ity with TIE fighters, and to have back-ups 
on hand in case some are destroyed in battle 
NOTE; TIE fighters can also defend the 
system on which they are stationed. 

If you cant build all the ships you w 
for your fleets, look around your other sys 
tems for fleets you can “break up.” To change 
a ship fleet assignment, simply open the 
Fleet window, double-click on a fleet to open 
it, then drag a ship from one fleet to anath 
er. To split a large fleet into several smaller 
fleets, right-click on a ship in a fleet and 
select Create New Fleet [rom the menu. 
NOTE: Some fighters don't have hyperdrive 
capability; these fighters can only be used 
ass system-based defenses, or must be placed 
on a capital ship for transport and space 
deployment. They aren't necessarity the best 
ships to build first when creating a fleet 


cial 


Bring up the Encyclopedia 
entry or Status window of a 
ship or to see its carrying 
capacity and firepower. 




















6 Start training more troops. 
Right-click on a training yard and select 
Build to bring up a list af troops and Special 
Forces you can build at that trating yard, 
As with ships, more resilient troop: 
resources and take longer to build. Reserve 
your stormtroapers fo} 








‘ast more 





stems where attack 





ss that are 


seems more imminent, or for fh 
going after more heavily-delended systems. 





Build Fleet Regiments to have on hand lor 
garrisons. Planets that are taken over by 
force typically require more troops in the 
gatrison 10 maintain order. However, these 
garrison requirements are just as easily 
fulfilled by Fleet Regiments (which you can 
build rather quickly) as by stormtroopers 
(which take a long time to build) 

7 Assign personnel to command 

your forces. 

Fleets dont require personnel, but they per- 
form much better if commanded by compe- 
characters, You begix the game with 
seven characters, which is enough to begin 
quest of total donation. You can 

ore characters as the game progress 











recru 
es; more on this in Chapter 3. 

ick on the Idle Personnel option of 
the Personnel sub-ment. under the Galactic 
Information Display. This shows how your 
characters are distributed throughout the 
xy. To zero in on a specific character, 














» 
click on the Personnel Finder, Select the 
Empire tub and browse through your avail 
wcters. 
are three possible types of command 
a characte ave: Commander, General, 
and Admiral. Generals enhance the strengths 
trooper regiments for assault or delense 
pmanders enhance tke effectiveness of 
fighters in the tactical game. Admrals 
improve a fleets performance in the tactical 















cx 





game and improve the effectiveness of 
orbital bomisardment. (Ranked characters 
increase the ability af their associated 
units to detect and [oil exemy missions, 
This ability is covered in <letail in Chapter 3.) 
Of the characters you begin the game 
with, Jerjerrod 1s a good choice to assign as 


























admiral of your fleet. He has strong leader- 
ship and combat skills. Select Jerjerrod in 
the Personnel Finder, and click on the 
Display button to bring up his current loca- 
tion, Now, use the Fleet Finder to likewise 
open the Fleet window for your attack 
Fleet, Position the windows so they are next 
to each other, then drag Jerjerrod onto the 
fleet, Next, select one of the remaining char- 
acters to be a general for the assault forces 
on the fleet, and move that character onto 
the fleet as well 


Right-click on a character 
and select Status to see 
which command ranks that 
character can hold, 





Iwill take the characters some lime to get 
to the fleet, and significantly longer if they 
are traveling between sectors 

8 Increase maintenance capacity to 
support your efforts. 

While you're waiting for your orders to be 
catried out, you could use the opportunity 
sure you have enough maintenance 
capacity to put your grand plans into 
action, send out Reconnaissance missions to 





explore the outer reaches of the galaxy, and 
build troops to establish garrisons on 
unpoptlated systems when you find them 
NOTE: When you're playing she Empire, 
reconnaissance is carried out by Imperial 
probe droids rather than Longprobes. 

If you prefer, IMP-22 can carry out some 
of these tasks. Right-click on IMP-22, then 
select Manage Production, and/or Manage 
Garrisons. TMP-22 will manage your 
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resources to the best of its ability, but you 
might want to keep an eye on things, check- 
ing back with IMP-228 Galaxy Overview 
option occasionally, ta make sure you're 
satisfied with the results, The details of how 
your agent manages produetion and garrisons 
is covered in Chapter 3, 
9 Target some juicy neutral systems. 
for takeover. 
Study the known galaxy and deeide whieh 
systems you want o attack first, To start 
pick under-defended, neutral systems rich 
in resources and/or facilities 

Most of the information you get about 
production facilities and resourves at the 
beginning of the game is accurate, Keep in 
mind, however, that unless you send out 
Espionage missions, your Information about 
planetary delenses may be incomplete, Make 
sure your fleet is strong enough to deal with 
any surprises, 
10 Pull attack fleets together. 
SD-7, your message droid, will inform you 
when your troops and fighters are ready. 
Open the System Defenses window and drag 
the troops and fighters onto the fleets. When 
your characters arrive on board, rightschek on 
each character icon and select Command, 
then assign the rank (Admiral or General) 
NOTE: It is not enough to station a 
character on a ship or system, You must 
assign a command rank for the character 
to be effective. 
11 Send fleets to target systems. 
and attack. 
Send the fleet 10 the target system either by 
dragging it or by right-clicking on the fleet, 
selecting Move, then selecting the destination 
system. The fleet will let you know when 























i 














arrives at the destination, At that point 
you're ready for the attack 

In order to take over a planet, you need 
to conduct a planetary assault, which mi 
that the troops on your fleet 
the planet surlace, fight any grou 
and, if successful, establish a garrison. There 
are numerous ways the system will try tc 
prevent you from doing this. Ifthe system 








3d troops 





you'te targeting is your opponents, you 
may have fleets and fighters to get past 
There may a 
as shields and batteries. A battery can dam- 





so be defensive facilities such 
age or destroy ships which are bembarding, 
Additionally, a battery can lin 
ing Fleet regiment and destroy it. Shields 
protect the planet from assaults and bom: 
bardments, system with two shields is 


called fully shielded, which mears you 


at an assault- 





cannot conduet an assault of that system 
Ground traops on the planet are the hast 
line of defense 

NOTE: Neutral systems don't have fleets, 
fighters, or troops, but they may have 
defensive facilities. 


FG. 2,57 FLEET IS GETTING READY TO ATTACK 
THE NEUTRAL SYSTEM DUROS 





The example screenshot (Fig. 2.57) shows 
a fleet about to attempt a takeaver of Duros 
By looking at the System Defenses window. 
you can see that Duras has one planetary 
shield. This isn't so had: two shields on a 
system, on the other hand, would ellectively 
prevent a planeta 
th 


assault, graying out 





her than 


4 neutral) system, you may choose to conduct 


Mf you are attacking an enemy ( 





an orbital bombardment of the system to 


weaken its delenses, particularly us ground 





troops. However, bombarding a system can 
be risky. Any batteries on that system will 

when you are bombarding, bur 
hermore, if you inadvertently destroy any 
civilian facilities on a system, your popular 





1 throughout the sector will decline 
ssible, click on Planetary Assault to 
ake aver the systera, When you 
assault a system, the game will immediately 
report the outcome (Fig, 2.58). Click on 
Imperial Forces or System Forces to ana 
lyze your and the system’ casualties, Il the 





uy to 








assault is unsuccessful, yeu may wish to 








FIG. 2.58 THE GAME IMMEDIATELY INFORMS YOU 
‘OF THE RESULT OF AR’ ASSAULT, 


Muntmission ss charren2 57% 




















12 Consolidate support — deal with 
any uprising. 

Ifyou suecesstully take over a planet, you'll 
usually have to deal with the aftermath of 
the attack in two ways. First, establish a 
permanent garrison. Systems acquired by 
force tend to have high garrison requi 
ments (Vig, 2.59 

on your fleet you can move down to the 





There may be troops 


surlace, IC not, youll need to bring it 





from your other systems to fulfil the garr 





son requiremen 





FG. 2.59 NEWLY-ACQUIRED SYSTEMS TAKEN BY 
FORCE HAVE HIGHER GARRISON REQUIREMENTS, 








At this point you may wish 
of your characters with strong di 
skills on a diplomacy mission to the system 
A successful diplom 
popular support, thereby lowering the sys 
tem’ gamson requirements. 

Newly conquered systems may have 
uprisings, especially if you don't garrison 
enough troops. An uprising means that the 
jocal population is unhappy, garrison require 








acy mission will increase 





ments are high, and your characters on that 





system could be injured or even 
killed. IMP-22 will inform you 
of uprisings, Systems in upris: 
ings (Pig, 2.60) also have an 
‘on the lower right. 

NOTE: If you don't deal with 
an uprising, a system could 
swing to the other side, In the meantime, 
you may lose system resources to smuggling, 
which directly aids the other side, Also, an 
uprising prevents you from getting raw/ 
refined materials or maintenance points, or 
from using the facilities. 

To put down an uprising, select a charac- 
ter with good leadership skills. Right-click 
on the character, select Mission, then click 
on the destination system where the upris- 
ing is taking place. When the Set Mission 
box comes up, select Subdue Uprising 
fro 





FIG. 2.60 
UPRISING 














he drop-down list 

This is the general procedure for taking 
over a system by force. However, particularly 
well-defended systems will be harder to take 
cover, You may need to send teams out for 
preliminary missions, especially Espionage 
cor Sabotage missions to take out planetary 
defense systems, These procedures will be 
covered in detail in Chapter 3 

You can 
over Alliance-con 


0 use these procedures to take 
rolled systems, Note that 








you need to send teams on Espionage mis 





JS 10 get more reliable information than 
what comes up at the beginning of the game, 
Furthermore, if an Alliance fleet is nearby, it 
will intercept your fleet. At that point you'll 
need to go to tactical mode to engage the 
fleet, This is covered in Chapt 
Finally, any ume a flect is in orhit about 
an enemy system, that system is considered 














blockacled. Blockaded systems become more 


loyal to the enemy. Any personnel, facilites, or 


ed. Further 
facil 


ps atte 
risks b 
more, you cannot use any of a system's 
ities until the enemy bloc 
13 Summary 
These mini-mi 
with Star Wars Rebellion’s strategic game 
by isolating the game’ ke feature 
arn the game concept 


rately. This chapter al 


captured or destroy 


ns familiarized you 


0 that you could 


familiarized you 


with the g ols and vocabulary. But | 

this is only the beginning of Star Wars 

Rebellion. The challenge 

how you can pull together 

elements to achieve a broad-reaching goal 
Next up, Chapter 3 is a reference, cover 

ing all the strategy game com and 

conce il. Chapter 4 covers Star 


Wars Rebellion’s exciting tactical game 


us in de 


ponent’ fleet in 


direct battle 


cram: $0 














he previous chapter led you step-by-step 
through some mini-missions designed to 
give you a sense of the game, its mterface 
and the interrelations between the game fea- 
tures. This chapter assumes you are already 
familiar with the basic 





mame concepts, 





goes mto greater detail about the game con 
tuols and higher-level game concepts, Use 
this section for reference, of, if you wish, read 





it all the way through after you've play 
the game a few times to make sure you 
at least a cursory knowle 
game’s concepts 





of all the 





Windows, Mouse, and 
Keyboard Commands 
Star Wars Rebellion’s interlace follows 
common Windows 95 conventions: 
 SINGLE-CLICK on an item to select the 
item, For example, single-click on a control 
to access it 


+ DOUBLE-CLICK on an item to bring 
up a window associated with that item 
For example, double-click on a system’ 
Manufacturing icon to bring up the 
Manufacturing and Production window for 
that system, 
4 RIGHT-CLICK on an item to bring up 
s menu, For example, right-click 
ge droid to see the Message 
Options menu. Most elements of Star Wars 
Rebellion—from facilities to characters— 
have menus you access this way 

Star Wars Rebellion has tool tips for most 
screen elements. Hold the mouse over a 














control for a few seconds, and a description 
of that control appears. Star Wars Rebellion 
» supports the drag-and-drop convention 
You can move an item, such as a trooper 

1, (© a new destination by dragging 
ess the left mouse button, 
em while holding down the 











(point at tt 
the 








nove the 

















mouse button) and then dropping it (release 
ait 


the mouse button’ destination one side. of the sc 








WINDOW ELEMENTS 





Star Wars Rebellion windows sfort typical Saane winds 
window features (Fig. 3.1). However, you seroll down a list 
cannot move or minimize Sector windows: 





Tile Ban Use the bar at the top of 
the window ( move the winclow 
‘around on the screen, Drag the 
window by "grabbing It by the bar 
and dropping ie at its new location. 
Sector Button: Click here to” 

bring. up the sector window 

that shows this system 






















Window Tabs: Tabs let a single 
‘window show more information 
than would easily ft on the 
screen, For example, the five 
tabs on this System Defense 
window let you view personnel 
Troops, fighters, and two types 
‘of defense Facilities For Yavin 
Single-cick on a rab to view the 
Informacion under thar cab. 








i 
t 


‘This list is longer than 
the window can contain 
FIG. 3.2. A WINDOW WITH SCROLL BARS. 


you can only close them or flip them from 


een to the other. You may 


number of System windows open, 


but only two Sector windows at one time 





s have sc-oll bars to let you 


(Fig, 3.2 


Close Button: Click here (© 
clove the window. 


Minimize Button: Click here to 
minimize the window. Minimized 
‘windows can be reactivated by 
clicking on their “slot” on the 
Window Reference Bar on the 
side of the screen, 


{lick on the up of 
down arrows to move 
the list up or down, 

fone element ata tine. 


Grab the serolt bar 
and drag te up anc 
{down to go t0 a spe- 
cific part of the lst 


Click on the blank 
area of the scroll bar 
to move up or down 
by larger amounts 


os 

















MODAL VS. MODALESS. 
WINDOWS 

Some windows in Star Wars Rebellion are 
modatess, that is, you can leave the window 
up on the screen as you interaet with differ 
ent game components. Oth 
modal, which means you m 
window before you can go do anything else 
ie. Modal windows include Status 





windows are 








st dismiss the 





in the ga 
windows, Finder windows, the Battle Sum- 
mary window, the Encyclopedia window 


and Message windows, You can 

usually identify modal windows by 

their Close burton: 

STRATEGIC GAME 
KEYBOARD COMMANDS 


Here are the keyboard commands for Star 
Wars Rebellion’ strate 





Command Center Keyboard Commands 


Game Options Screen 


Takes you to the screen where you can 





axljust sound and graphics options 
load oF save a 
ore 
Planetary System Finder 

S up screen 10 locate a specific 


ne, start a new game 








current 








FleevShip Finder 

Brings up seteen to locate your ships 
and fleets. 

Troop Finder 

Brings up screen to locate your troops. 
Personnel Finder 

Brings up screen to locale your 
characters and Special Forces 
Message Window 

Gnings up the Display Message Index 





a-e 
‘oe 
Beeaea 





Encyclopedia 
Brings up the Galactic 


Encyclopedia 





Scroll Lists 


Cycle Through Open 
Windows 

Cycle Through 
Entries (Messages, 
Encyclopedia). 
Accepu/ Activate 
Current Selection 
same as clicking OK). 
Cancel/Close Window 
Cancels the curren 

moe as 
clicking Close o: 
Cancel), Also used to 
stip animation scenes 0 
be agent introduction 
Close All Windows 
Closes all open windows. 
Increase Speed 

on numeric keypad). 
Increases the game 
speed. Speed options 
are Very Slow, Slow, 
Medium, and Fast 
Decrease Speed 

‘on numeric keypad 
Decreases speed, 
Pause 

Pauses the game, bring- 


command ( 











pan alert bax 





which asks if you wish to 
resume the game, Gare 
play rest 
you click the check- 


pe alert box. 


when 
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ew: e Compose Chat Message 


In head-to-head gameplay 
mode, brings up the window 
to let you compose a chat 
message 1 your opponent 
we @ View Index 
This keyboard command works: 
inside some of the game’s 
windows, Both the Display 
Message Index and the Ency- 
clopedia have two modes, In, 
cone, you view an index of items, 









in the other, you zoom in ona 
specific item. ALT + Lbrings 
you back to the index in either 





arest avail 





the Message window for 
specific message ot the Eney 
clopedia window for a topic 
+ GD Mission 
ae Calls up the Mission window 
for the selected character(s) 
at BB oes 
Calls up the Status window 
for the selected item, 
eg Be Exit Game 
Agent Keyboard Commands 
GAt BD Bute ships 
Directs the Agent tc build 
ship using the 
ahle shipyard 
Build Troops 
Directs the Agent to build a 
trooper regiment using the 
nearest available trainings leit 


oe 











Rt B Pui Factiixs 


Directs the Agent to build a 
facihty using the nearest avail 
able construction yard 

e Be Galaxy Overview 
Brings up the Galaxy 
Overview window, 

gt e Manage Garrisons 
Instructs the Agent to fullill 
garrison requirements 
toggle) 

ge g Manage Production 
Instruets the Agent to build 
mines ancl refineries to maxi 
mize resources (toggle) 

G+ BD Mevslaee Counterpart 
translate the droid 
counterparts whirs and beeps 
woggle) 

GR + GB Agen Advice 
Tums agent adviee on or off 
through: the messaging system 
(woggle 

B+ BD hare Objectives 
Calls up the Game Objectives 
window on Agent menu, 

howing the current state of 

both sides’ victory conditions 











GID Keyboard Commands 


B+ B Porte Support 


Changes the Galactic Informa- 
tion Display to reflect popular 
support threughout the galaxy. 
Uprisings 

Changes the Galactic Infor 
mation Display to reflect the 
locations of systems in uprising, 





ge: 



























Idle Fleets 

Changes the Galactic 
Information Display reflect 
the locations of idle fleets: 
Fleets En Route 

Changes the Galactic 
Information Display to reflect 
the locations of en route fleets, 
Idle Personnel 

Changes the Galactic Informa- 
tion Display to rellect the 
locations of idle personnel 
Active Personnel 

Changes the Galactie Informa- 
tion Display to reflect the 
locations of active personnel 
Idle Shipyards 

Changes the Galactic Informa- 
tion Display to reflect the 
locations of idle shipyards 

+ (ER [dle Training Facilities 
Changes the Galactie Informa- 
tion Display to rellect the loca- 
tions of idle raining facilities. 
Idle Construction Yards 
Changes the Galactic Informa 
tion Display to reflect the loca 
tions of idle construction yards, 


e 
ee 
ae 


ee 








Se 
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TACTICAL GAME 
KEYBOARD COMMANDS 
inthe same’ tactical game, certain keys have 
different meanings. The tactical game is cov 
ered in cletail in Chapter 4, Here are the key 
board commands for the game’ tactical game 


Admiral Window Keyboard Commands. 
| AA B setect task Force 1-8 


CHAPTER 4 P TACTICAL GAME KEYHOARD COMMANDS 


Attack Nearest Target of 
Selected Unit's Type 


Switch Between Ships 
ina Task Force 


Camera Follows Task 


BB its 


B Follow Red Fighter Group 


BS 
BS 


Follow Blue Fighter 
Group 


Follow Green Fighter 
Group 


Follow Gold Fighter 
Group 


Camera Keyboard Commands, 
(On Numeric Keypad) 


e Rotate Camera Left 
B Ror Camera Right 
BT camera Up 

AB THe Camera Down 
B Camera Zoom tn 
by Camera Zoom Out 


Centers Camera on 
Selected Target 


Memorize Camera 
Position 


Return Camera to 
Memorized Position 











Sound Effects and 
Graphics 

Star Wars Rebellion’s sound effects and 
graphics were produced to give 
sense of bemg in the thick of the action 
Opening animations show you Lying into 





the Command Center in your shuttle. Your 
agent droid offers an opening briefing and can 
speak to you throughout the game, keeping 








you posted on events throughout the galaxy 
Many of your characters relay auchio messages 
And sound 


effects olten cue you to galactic: everts—ar 


through your message droid 


assault on one of your systems, lor example, 


is accompamted hy realistic sound elects, 





Beginning the Game: 
The Shuttle Cockpit 


When you run Star Wars Rebellion, you 
begin the game in the Shuttle Cockpit 

(Fig, 3.3). This is where you set parameters. 
for each game: which side you wish to play 








Select Game Seale: You 
‘ean set the size ofthe’ 
known galaxy to be 
standare! (100 systems) 
lange (150), of huge 
{200}, See the size by 
licking on the galaxy 
{you want, oF "pull 
down" the lever at Left 
to choose a size. 


Start Game as the 
Empire: Begin a new 
‘game taking the side 

of the Empite 


Head-to-Head 
Gameplay: You can play 
against ahuman opponent 
across mociem lines, seria 
connections, local area 
reworks, the internet 
Head to-Head play i 
covered in Chapeer 5 


‘whether youve playing @ human or computer 
opponent. the difficulty level of the 
and the size of the galas 


campaign, 


Note that there are three ways to control 
how challenging the garre is. The Headqua- 
Hers Only Victory option lets you play until 
you capture Coruscant ar destroy Alliance 
headquarters. This can shorten gameplay 
considerably, since you danit have to addition 





ally capture ancl hold your opponents key 
characters, You can set the size of the 
clarel 
(15 sectony/150 systems), or huge 
200 systems}, Your resourees at the beginning 
of the game are proportionally increased if 
y 
Finally, you ean choose between Eas 

Medium, of Hard campaigns. In an Basy 
each sicke begins with four loyal sys 
ns. [ia Medium game, your opponent 


galaxy 
10 sectors/100 systems), large 








two sta 


20 sectors! 





youre playing in a higer size 














starts with more, In a Hard game, your 


opponent begins with a lot mote 





Set Difficulty Level Click one of che tree screens to 
pick Easy (let, Medium feeneer), oF Hara ight 
Fasy Is the default. 















Load a Saved Game: 
This option brings you. 
to the Options screen, 
‘which is covered later 
this chapter. 











View eredits 


‘Start Game as the 
‘Alllance: begin « new 
‘game taking the side of 
‘he Alliance, 


Headquarters Only 
Mlctory: Rather than 
fulfilling all the vieory 
conditions, you only need! 
to capture (it you are the 
Alliance) oF destray if 
‘you are the Empire) your 


ALAN DSpponent’s heudquareers, 


FIG, 3.3 THE SHUTTLE Cocker ~ exit 

















| The Command Center = COMMAND CENTER: 


Star Wars Rebellion’s strategic componen 


| takes place in the Command Center. Here B 




















INFORMATION DISPLAYS — | 


Below is the Command Center with your main 


n identified (Vig, 3.4). | 





you survey the galaxy, issue com and 
| (through your droids) receive messages from | 
the field, Aecordingly, the next three see The galaxy is a wide and wonderful place 
| deal with the Command Centers information Al its core are c bustling, techn 
displays, control interface, and your tw logically advanced civilizations, Around the | 
| | 
Gatactte information Display Tie: Resources: Lxamine your cunent 
| This shows the meaning ofthe sae ofthe vale of raw materials, reed | 
stars inthe dlaplay. For example, in the cnaterais anc! maintenance capac! 
Popilar Support esplay, ger Sized stars ty. These Kem wil be covered in 
Indicate stionger Support for your ide the Resources secon, | 


Number of Days -— | 
Since Game Started: 

| ~“Untike many other 
stratewie games, the 

| computer does not 
wait’ for you to move 
before advancing tO 

| the next day. the 

Your opponent keeps 

buny! whether you are 








Message Nodieaton: 
| This display shows 
viich types of unread 

| “for you Tis wilt be 
| “Messages section later 
in tie chap 
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IG. 3.4 THE COMMAND CENTER'S INFORMATION DISPLAYS 








Window Reference 
{Bars You can minimize 
up to 12 windows at 
ime, holding the rin 





loon ts dap 
frsed con sing | 


Galactic information | 
Display (GDI This is 9 
primary source for | 
Information about the 
salary, The galaxy is | 
Sivided ino sectors. 
each of which have 
iSepresented inthe | 
Gad by a star 








Legend: The legend tells what | 
the sie of the stars mean in 

the Galactic Inormation 

Display. Double-click on the | 
Show Legend kon to bring up 

the legend, shown here. | 














Galactic Rim, unexplored stars twinkle like 
diamonds ready to be set 

The inner sectors—the Galactic Core 
have well-developed infrastructures an¢ 
communications, Most systems in core sec- 
tors begin the game with one oF more mines 
and tefineries; some have other production 
facilities as well. These systems are well 
populated, In the Galactic Rim, on the ot 
hand, systems have small or no populations 
Infrastructures and communications are not 
highly developed. Therefore, whereas in th 
Galactic Core a change in popular support 

known te you right away, 

Rim, changes in popular 











‘on one system i 
in the Gala 
support are only apparent if you send a fleet 
or a mission Lo a system to investigate 

For the most part, the systems you con 
trol at (he beginning of the game are in the 
Galactic Core. If you are playing the ro 
the Alliance, however 
tant exceptions. Yavin, in the Sumitta sector 
always begins the game under your como! 
and 100 percent loyal to your side, Ih was 
from Yavin that the Alliance launched its 
attack against the first Death Star, and the 
Empire is likely to strike back at this syst 
soon. At the beginning of the game, you 
should either remove your key characters 
from Yavin or build up its d 

The other exception 1s Alliance 
headquarters, which begins the game at a 
random location along the Galactic Rim 
This system is indicated on the GID by a 
white star around the System icon (F 
The Empire does not know the location of 
Alliance headquarters 











were are WO it 











nse 





1G. 3.6 ALLIANCE HEADQUARTERS BEGINS THE 
GAME AT A REMOTE LOCATION, 

Sector Windows 

The Galactic Information Display (Fig, 3,4) 
gives you a broad view of the galaxy: lo see 
a sector m more detail, click on the sector 
This brings up the Sector wmdow (Fig, 3 

The Sector window shows each system 

ne sector, color-coded according to 
which side controls it. Beneath each system 
view of the system's resources and 
lar support. Around (he system are 
icons you can double-click on to learn more 














nov 











out what’s happening en that system 
At the start ol the game, the Sector window 
reliably gives you information about your 
went’ and neutral systems’ resources, 
popular support, and production lacilities 
core systems only. However, information 














defensive facilities and troops, personnel 
1 ships is likely to be inaccurate and/or 
wnplete. Also, even where the informa. 

is reliable, you won't know when things 
on that system change, as when your oppo- 
ent builds a new production facility or 
scraps an existing one, One exception is, 











who controls core systems, and the level of 
popular support on core systems, These are 
ways up to date, This is due to the high 
level of infrastructure and communications 
in the core. 

NOTE: The game begins differently every 
fime you play, except for who controls 
Conuscant, Yavin, Rebel headquasters and 
the locations 





certain key characters, 

















BAO Hannes 





Sector name 


Double-click to bring up 
‘Manufacturing ane 
Production window. 


Double-click to bring up 
System Defenses window, 


Double-click to bring up 
System Defenses window, 


‘The size ofthis star corre 
sponds to current Galactic 
Information Display. So, If 
the display is Construction 
Yards, this large sear 
means this system has a 
‘construction yard, 


This icon indleares the 
system fs In Uptsing, 








‘Close Sector window, 


Fp between left andl 
Night side of screen, 


(Mission leon indicates 
Empire is undergoing a 
‘mission on thae system, 

Double-click to bring up 
Mission widow 


Double-click to bring up 
Imperial Fleet winclow. 


Double-click to bring up 
Alllance Fleet window. 


HIG, 3.7 A SECTOR WINDOW 


COMMAND CENTER: 
CONTROLS 
The Command Center contains controls for 
keeping track of your systems, Meets, and 
personnel, It also has numerous options lor 
ilairs, Fig, 3,8 
shows a screenshot of the Coramand Cente 
with the controls idemified 

Many of these controls deal with general 
sameplay, The Galactic Information Display 
the Galactie Encyclopedia, the Speed Control, 
the System Finder, the Game Options and 
Save Game sereens are covered below. The 
remnutining controls the Fleet, Treop, and 
Personnel Finders are covered hater om in 
this chapter in their respectiv 





analyzing, the galactic state of 





‘clions, 





Galactic Information Display (GID) 

The Galactic Inlormation Display (GID) repre 
sents each system ay a slar (Fig, 3.4), The 
color of the star indicates which side controls 
the system 

+ RED Alliance 

GREEN Empire 


© BLUL Neutral (Neither side controls.) 
+ GRAY Unexploree You have no inter 
imation about this system, It 
could be neutral, unpopulated 
or colonized by the enemy.) 
The size of the star is Important, The 





tells how much of a certain tem as on that 
system, IF the display is Construetion Yards, 
the smallest star shows 





rat the system bas 














Personnel Finder 
Single-click en this 
Speed Control control to bring up 
Right-click to bring up dialog box to help 
‘a menu which lets you N you track down your 
Ser the speed at which i characters and Special 
days advance. You can Forces, 
select Very Slow, Slow, 
‘Medium, oF Fast. 
‘Also use this ment 0 





pause the game, Encyclopedia: 
pause Se gs The online Encyelope 
dia conmalns enti for 

Game Options: BAAN, every system, character, 

Gl here to load oF Sih) (allt. resource sip. 
save a game, O10 troop, and mission in 
set options fr sound the game, In adttion 


pont etree 

Cesegey Relea ach 
Giekanite rare 
a i eels 


vr Sch pet Bleplayconvol expand ser 


each planet Is Te Org UP aye tons of the game 

This control lets you men of possible. ciements, Consider the 

find any system, Encyclopedia a supple 
ment to this mana 


System Finder: With 9 
hundred or more 
planets in the known 
galaxy. itis dificult ro 








Feet Finder: This control Troop Finder 
lees you track down This eonerol lets you find 
‘a speeli Heet or ship. your troops, 


FIG, 38 THE COMMAND CENTER'S CONTROLS 


no construction yards, A larger star indicates 

that there are construction yards, The larger (fy Loyalty 

the star, the more construction yards are pre 77 Fleets 

sent, To see a detailed legend of the meanings 

of the star sizes, doubl 

icon (Fig, 3,5) m the display’ 109 lel 
Click on the Galactic Information YS Manutacturing 

Display control to bring up a menu ( 

of possible displays. The current y sel 

display is indicated by a checkmark 
The menus and sub-menus ate: 








click on the Ley 











& Defense 





capt & 
> POPULAR SUPPORT: The size of the ARIA ANY 
star icon shows how strongly the- FIG. 3.9 THE GALACTIC INFORMATION DISPLAY MENU 


stems support your side 


























> UPRISING A large star icon 
indicates the system is in warising, 

Fleets 

IDLE FLEETS: The size of the star 
icon shows how many fleets are 
stationed on that system. (Fleets are 
covered later on in this chapter.) 

> PLURTS EN ROUTE: The size of the 
star icon shows how many fleets ate 
cen route to that system. 

Personnel 

+ IDLE PERSONNEL: A large star icon 
indicates personnel on the 
who aren't occupying a command 
post or engaged in a mission. 

(Personnel are covered in detail later 
on in this chapter.) 

@ ACTIVE PERSONNEL: A large star icon 
indicates personnel on the system who 
are engaged in a mission or in command 
of troops, lighters, or fleets 

Resources 

ENERGY AVAILABILITY: The size 
of the star icon shows how much 
energy remains available 10 the 
system, (Energy is covered! in the 
Resources and Manufacturing section 
of this chapter) 

4 RAW MATERIAL AVAILABLLITY, 

The size of the star ican shows how 
many potential mine sites remain 
available. 

+ MINES: The size of the star icon shows: 
how many mines are on the system: 

> REFINURIPS: The size of the star icon 
shows how many refinenes are on the 























system. 
Manufacturing 
SHIPYARDS: The size of the star 


OF2 cuarrens s rurers 


icon shows how many shipyards are 
con the system 

> IDLE SHIPYARDS: The size of the 
star icon shows how many idle ship 
yards are on the sys:em 

TRAINING FACLLICIES: The size 
of the star feon shows how many 
training facilities are on the system 

+ IDLE TRAINING FACILITIES: The size 
ol the star icon shows how many idle 
training facilities are on the system 

> CONSTRUCTION YARDS: The size 
of the star icon shows how many 
construction yards are on the system. 

IDL INSTRUCTION YARDS: 

Ihe size of the star icon shows how 
many idle construction yards are on 
the system 

Defense 

NOTE: These defensive systems will be 

covered in detail later in the chapter: 

@ PLANETARY BATTERIL'S: The size 
oof the star icon shows how many 
planetary batteries are on the system 

 PLANPTARY SHIELD GENERATORS: 
The s 
many planetary shielel generators are 
on the system, 

+ TIGHTER SQUADKONS: the size of 
the star ieon shows how many fighter 
squadrons are on the system 

+> 1 ROOPS: The size of the star icon 
shows how many troop regiments 
are on the system: 

+ DEATH SYAR SHIELDS: The size of 
the star icon shows how many Death 
Star shields are on the system. 
NOTE: If you are playing the role 
of the Alliance, this will only be as 











of the star icon shows how 




















accurate as the last information you 
received regarding the systems. If the 
information about a Death Star shield 
was not found out by either informants 
or through espionage, it will not be 
reflected on the display 

Display Off 
This turns off the L 
ndiviclual systems, s| 
murky mass of galacnie matter; Select 
any ather option an th 
the dlsplay back on 

Encyclopedia 

The Galactic Encyclopedia wives you detailed 

information about the specilic characters 

st 


Forces andl missions in the game 





ind display of the 
owing instead the 





menu totam, 








systems, ships, facilines, treops, Special 
Game 

description entries are atranged by databas 

es: System database, Ship database, Facihties 


database, Mission database, ‘Iroap clatabase, 


Tople Entry Box: Enter 
"A copke's name to go 
directly to tha copie 


Tab to show 

al databases 
=e 
owt a 


Tab to show 
System database 


Tab to show 
Ship database 

Tab to show —} 
Facilties database 


















and Personnel database, ‘The Encyclopedia 
gives you a description ol the item, and, if 
applicable, tells you how many resources it 
takes to build and maintain the item, 

Click on the Eneyelopedia control to 
bring up the Galacne Encyclopedia 

Ifyou want to look up a specific entry, 
box 





type in its name in the Topic ent 
Otherwise, you can seroll thro 
Encyclopedia entries 

There are two ways to scroll through 











the entries, The detault way’ is Index view 
(Fig, 3.10! 
hensive list of entries, but no details, The 

other way Is Topic view, shown in Fig, 3.11 


in which you can see « compre 








This shows you a picture of the them, 
andl complete descript on, In this view 
you can scroll through topics by clicking on 
the right and lett arrows 

The database you select in the Index 


Tab to show Mission 
/ dlatabase 


— Tab to show troop 
dlatabase 





Tab to show Personnel 
slatabase 


Close Button: 
Close the Galactlc 
Encyclopedia, 





View Tople: 
Click here to see the 
selected (opie 

View Index: 

While viewing a topic, 
lick here ea come 
back ro this index 


FIG. 3.10. THE GALACTIC ENCYCLOPEDIA: INDEX VIEW 


WiLYeLor EDK peUNETOS a 














Click here to browse — 
through Encyclopedia 


FG. 3.11 


display remains in effect when you switeh 
to Topic display, That is, il you select Ship 
database, then click on the Topic View 
hutton, you can scroll through all the 











ship ent 
You can also aecess the Encyclopectia 
for an em by right-clicking on it and 
selecting Emeyclopedia from the pop-up 
menu, Another way is 10 click on the 


Encyclopedia icon in many 
BE re ne stig yu to 
the correct Encyclopedia entry or the 
current context 


Game Speed 
You can set the speed at which the game 

advances to the next day by rigat-cheking 
on the Time display and lel-clicking on a 
setting. Select Very Slow, Slow, Medium, or 
Fast. The Speed menu also has an option te 
pause the game. When you select Pause, an 
alert hox comes up, locking you out of 











game: controls until you resume play 
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THE GALACTIC ENCYCLOPEDIA: TOPIC VIEW 


Click here to go back 
to Index View 


Click here to scroll 
through text which 
doesn € ft on screen, 





System Finder 
There are 10 systems per sector. A standard 


game has 10 sectors, A-arge game has 15 





seclars, and a huge game has 20. Sometimes 
you may want to locate a specific system 
Clielc an the System Finder control o bring, 
up the Planetary System Vinder (Pig, 3.12). 
which lets you locate inclividual systems 
Click on one of the tabs to view the list 
of All Systems, Rebel Systems, Imperial 
. or Unex- 
You can scrall down the 


Systems, Independent Systems, 
plored System: 





list to find a system, or click on the System 
Name text box tab and type in the name of 
the specific system you wish to locate, 


You only need to type in 
the first few letters of a 
system's name, and the 
control will scroll the list to 
that system automatically. 

















Tabs let you — 
lint wich Sys 
tems are listed, 


List of systems. 


Click on « system in the list to select i 





Chick on the Display bu f 

| Sector winclow for the highlighted syster 
wuble-clic th 

| on the Close button if 

| bring up a window for a s 








any dialog boxes in the 
game have the same Dis- 
play buttons, which bring 
you right Into a system 


in context 

















Game Options 
| The Game Options screen (Fig, 3.16) l 
you save and load games to and from dis 
You can also specify settings for sound an 
aphics. You get to th 
sereen [rom the Load a Saved Gane icon 
(Fig, 3.13) in the Shuttle Cockpit, or the 
Game Contrals icon (Fig, 3.14) nthe 
| Command Center, or in the tact cal gam 











—— Ener name or part 
Specie system In 
Close the System 


Display Button: 
‘Open the Sector 

land Manulactuting 
Scroll Bars: 

Scroll down the lst 
Gicking here, or by 
Using the cursor keys: 
Up. Down. Home 

or End, 


NIG. 3.14 GAME 
SF TIONS ICON 


ING. 3.12 PLANETARY SYSTEM FINDER 


AG. 3.13 LOAD A 
SAVED GAME ICON 








See the Game Options sereen (Fig, 3.16), It 
tains the following feature 
> SAVE GAME/LOAD GAME 
T six “slots” for saved game 
Rach slot has a Save Game button, a 
name lield, and a Load Game butte 
An won be the name field and the 


save Game button shows whether you 


aying Alliance 





ad-to-head game, To save a game 


nt and click at the 





the name will 





place wher 
see a text cursor appear, Type in a mean 
ingfal name, such as Alliance High 
Maintenance or Jim's Empire Battle. 

e the game 





lick on Save Game t 
r Load Game ¢ 


without saving the 





came ornons /chanexs 75! 





N 











Name of saved game 


Click here to 
save a game, 


Glick here to foad 
‘saved game, 


Side you were play 
ing of saved game, 
‘or icon for head to 
head play 

Restart the game. 
Return to the 
‘Command Center 
Exit the game. 





Turn music on 
or off 


Muse Volume 


Sound Effects 


HG. 3.16 GAME OPTIONS SCREEN 


current game first, the computer asks you 
to confirm that this is what you want to de 


il 


Save a game before you 





if you are afraid of losing 
all your hard work. You can 
always reload the game and 





sage ina risky strategy 





start from the earlier saved 
point if things don’t go 
your way, 


@ SOUND EFFECTS VOLUME/MUSIC 
VOLUME: To lower or inc 
sound effects or music volume, click on 
the Volume Control slider and drag w 
to the right 10 raise the volume or to the 
left to lower it 

+ RESTAR THE GAME: This option 
abandons the current game and starts 





se th 








BERG 76 conenee ss came onions 





Volume 
Toggles or 
Tactical Display 
options. 

over in the Shuttle. If your game is mat 

saved, the computer asks you Lo conlirm 

this is what you really want to do. 


4 RETURN TO THE COMMAND CENTER 
Rewurns to your current 
NOTE: This option is unavailable if you 
come to this screen from the Shuttle 
Cockpit. 

EXIT THE GAME: Exits. The computer 


S you t confirm that you want 10 quit 


si 


Once you begin a game. 
there is no way to return to 
the Shuttle Cockpit to check 
whether you selected Head. 
quarters Only Victory, or 

another challenge level. You 








may find it helpful to include 
this information in the game's 
name so you remember, 

















PLAY MUSIC; Turns music on or olf 
(toggle) 

NOWE: The following tactical options are 

all (oggles that default to on, You may not 

change these options in the midclle of a tac 

tical battle. See Chapter 4 for detailed 

instructions on tactical gameplay 

@ SHOW STARFIELD; Toggles whether 
the background starfield as en or aif in 
the Tactical display 

@ SHOW PLANI'T 
planet is displayed in Tactical display 

SHOW PYROTECIINICS: Toggles 
whether Tactical display shows pyto- 
technics during bate 

+ USE HIGH DETAIL MODELS: Toggles 
whether Tactical display uses models 
with more realistic details. Gepending 
‘on your computer, higher detail can 
slow down tactical response 

@ DISPLAY HOLOCUBE: Toggles whether 
the wireframe holocube shows in the 
Tactical display: The holocube can be 
distracting or it can help orient you to 


Toggles whether the 








the tactical action, depending on your 
personal preference. 


COMMAND CENTER: 
DROIDS 

You have two droids, also called agents, to 
help you monitor the galaxy. C-3PO (Alliance) 
or IMP-22 (Empire) gives you 1r formation 
about the galaxy, helps with game contr 
and translates the beeps an whirs of the 
message droid, Additionally, you ean turn 
oyer to them some of the more mundane 
aspects of the game, Your m 
R2-D2 of $11-7-— keeps you infermed ol 
whats happening throughout the galaxy 





age droid 





The Agent Droid 
Right-click on C-3PO or IMP-22 to bring up 
the Agent menu (Fig, 3,17), | 





Build Shi 
Build Troop: 
Build Facile 


Manage Prod 





FIG, 3.17 AGENT MENU 


The droid’s functions give you informa- 
ton about the galaxy and about the game, 
and to help you manage your resources 
Here are the menu options’ 
> BUILD SHIPS, BUILD TROOPS OR 

BUILD FACILITIES: Lf you want to 

hhuild ships, troops, or facilities on « 

system, this is a quick way to do it 
fo build a construction yard on Duros 

for example, you would open up a 

Manufacturing window for Duros (or 

open the Sector window for the 

Corellian sector, which contains Duros) 

and then select Build Facilities [rom 

your Agent menu, Tae cursor changes 





(o targeting cross hairs; click on Duros. 
The standard Build Selection window 
comes up; click on Construction Yard. 
Your agent will lind the closest idle con- 




















struction yard that can do the task. 

GALAXY OVERVLEW? Click here to see 
how many facilities, troops 
you control. This option is covered in 
detail in the Resources, Facilities, and 
Manufacturing section later m this 
chapter. 

4 GAME OBJECTIVES; Click here to 
cheek on which vietory cor ditions have 








been met on bath sides, This option is 
covered in this chapter under Winning, 
the Game 


+ MANAGE GARRISONS: If this option 
is checked, IMP-22 of C-3P0 will try, to 
the best of their abilites, to make sure 
garrison requirements are met 

4 MANAGE PRODUCTION: If this opnon 
is checked, IMP-22 or G-3P0 will try to 
the hest of their abilities to maximize 
the output of mines and relineries 

+ TRANSLATE COUNTERPART: Wher 

e}, the agent 


s whirs and 





checked (the default stat 
translates R2-D2 or $D- 
beeps 
















Display Message Index 


Display category tubs 
Messages for 


currently selected 
aegoy 


STATOR ANNAN 


FIG, 3,18 DISPLAY MESSAGE INDEX WINDOW 


GEES cuaoten sy re messace onovw 


AGENT ADVICE: When checked (the 
default state), the agent periodically 
gives you tips on playing the game, This 
advice is channeled through the m 
system, This option as especially helpful 
while ill new to the game 

The Message Droid 

Your message droicl 








ressage 








R2-12 or SID-7 
serves an important role in Star Wars. 
Rebellion. The message droid lets you 
know any time something happens in the 
a system swings to your side, a 
roop or facility 1s built, one of your agents 


name 
2 








concludes a mission, and so on. The droid 
announces the messages (the agent trans- 
laws the announcement), One way to read 
your messages is to right-click on the mes 


sage droid and select Messages. A sharteut 
is to lefi-click on your message droid ar 
press F6, The Display Mes 
comes up (see Fig. 3.18) 
Farly in the game, you typically have a 
handful of messages every few turns, As 
your gahictic Influence «preads, however, 


ge Index sereen 





Select all messages. 


lose message screen, 


Delete selected messages 


Message Summary 


Post Messages 
Silenty/Pose Messages 
swith Alert 


Open Window 


‘Chat Messaging System: 
‘This is desctlbed later In 
this chapter in he section 
‘on head-to-head ply.) 














and your resources, facilities, and military 
presence increases, it can be daunting to 
sort through all the messages you receive 
each day. To help you manage this informa 
tion flow, you can filter which messages you 
receive, and which messages are displayed 
oon this sereen 

Click on one of the tabs to narrow dawn 
which messages 10 view, The Message cate 








gories are 

@ LOYALLY MESSAGES: These messi 
let you know when a system changes 
sides, goes into an uprising, or has a 
change in garrison requirements, 

FLEET MESSAGES: These messages 
let you know when ships have been 
deployed or when your fleets have 





arrived at their destination 

+ MISSION MESSAGIS: These messages 
are where your agents (characters ancl 
Special Forces) report back the success 
of their missions, This is also wh 
you'll hear news of enemy missions 
your forces have foiled 

RESOURCE MESSAGES: These mes 
sages let you know when your available 





resources change, for example, a mine 
or relinery hus been deployed 
 MANUFACTLRING MESSAGES: These 
messages let you know about changes 
in your manufacturing facilities statu: 
for example, if'a construction yard fin- 
hes its assigned task or an orbital 
shipyard is deployed 
DEFENSE MESSAGES: These messages 
let you know when troops oF defensive 
facilities have been deployed 
 CONELICT MESSAGES: Thes 
es give you the results of any 

















mes- 








conflict, o lets you know when a fleet 
is blockading a planet. 

© CHAT MESSAGES: This is where you 
can receive messages from your oppo: 
nent in head-to-head gameplay. Chat 
messages are covered with head-to-head 





gummeplay in Chapter 5. 

4 ADVICE MESSAGES: This is where you 
can read advice messages and tips from 
youragent, Note that advice messages 

the only category that are not also 
displayed under the All Messages tah 

Select a message by clicking on it. You 
can select more than one message at a time 
by holding down the CTRL key while click 
ing on messages. Select all the messages 
hetween two messages by selecting one 
holding down the SHIFT key, and selecting 
the other, Click on Select All to select all 
the messages in a tab, To delete selected 
messages, click on the Delete button. Mes 
sages are eventually deleted whether or nat 
you read them, except for agent advice mes 
sages, Messages that have already been read 
are. distinguished on the Index Display by 
having lighter type than unread messages. To 
read a message, either double-click on the 
message or select the message and then 
click on Message Summary. 

‘The Message Summary screen (Fig. 3.19) 
has arrows at the top of the message graphic 
Click on these arrows to read through your 
messages. If you have selected a Message 
Category tab, you will scroll through messages 
only in that category: To go back to the list, 
click on the Display Message Index button 

From either message screen, you can click 
oon the Open Window button to go directly 
to the system the message is about 
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Scroll through messages, 


‘Close Message Winclow 


Display Message Index 


Post Messages Silently. 


Open Windows Opens 
appropriate window for 
the system the message 
is about 


FIG. 3.19 MESSAGE SUMMARY 


Uf you dont want to listen to the whits and 
beeps every time a message is dispatched. 
click on the Post Messages Silently bution 
on the Message cab you don't want to hear, 
The Message Alert Bar 
There is a second way to 
view and keep track of 
The Mes 
sage Alert bar on the right 
ol the sereen {left for the 
Alliance) lights 


for messages in each cate 


your messages: 





ieon 


gory. For example. in 
Pig, 3.20 there are mes: 

sages about fleets, mis 

sions, manulacturing and 

delense, To read these 

messages, simply click on na. 3.20 MESSAGE 


the igon to go directly to ALERT BAR wrttt 

Sala Uleaaie Te LLUMINATED 
Hie Disha Mesa MESSAGIS IN FOUR 
tab for that category CATEGORIES 
Limiting Messages 


You ean limit which categories the me 


Index 











droid repons by right-clicking on the message 





BBO cusprce ap messace ater eae 





droid and going to the Message Alerts sub- 
menu (Fig, 3.21. The default setting alerts 
you to all categories of messages. 








Star Wars Rebellion’s 

Key Concepts 

Now that you are fam 

mainder of this 

complete game d 

strategie gameplay 

RESOURCES, FACILITIES, AND 
MANUPACTLRING 

4 POPULAR SLPPORT AND CONTROL 

@ CHARACTERS, SPECIAL FORCES, 
AND MISSIONS 

+ TROOPS AND FLEETS: OFFENSIVE 
AND DEFENSIVE 

® WINNING THE GAME 


ar with the contra 





hapter gives you 





ails for every aspect of 


RESOURCES, FACILITIES, 
AND MANUFACTURING 
This section discuss 





ou need 
to know about resources, manufaccuring 
capacity, and 














Y Loyalty 
Y Fleets 
ston 
/ Re 
/ Manufacturing 
/ Defense 
Contlict 


sources: 


Messages 
Adv 
i we FY 
HG. 3.21 SD-7'S MESSAGE ALERTS SUB-MENU 


Resources and Manufacturing, 
Any time you build something in the game 
—from a manufacturing lacility to an Army 
Regimem—you need to expend a certain 
amount ol your refined materials. Purther 
re, everything you butld needs a certain 
amount of maintenance eapcity for upkeep. 
(Exceptions are mines and refine 
selves.) Therefore, the more you bald, the more 
ou need 














ries them- 





you expand, the more resources 
Raw materials, refined! mate 
maintenance capacity are alll messured in 
by 
materials, A mine costs 20 units of refined 
materials to build, but doesm't cost anything, 
to maintain, (This is important early mm the 
game as you're building 
to increase your maintenance expacity.) 
Refineries cost 20 units of refined materials 
to build and, hike mines, dont cost anything to 
maintain. Refineries produce relied materials 





and 


units, Each mine you build produc 





nines and refmeries 


from the raw materials produces by mines. 
You need refined materials to build ji 
anything ¢ 
produce maintenance capacity, which you 


about 








, Relinety/mine combinatio: 








REFINED MATERIALS 
AND MAINTENANCE 
CAPACITY 

Every facility, ship, trvop ar SpecForce 
unit in the game requires refined mate 
rials to produce. These materials are 
used during the building process, clrawn 
from the available supply as needed by 
the construction yard, training yard, 

or shipyard. tn fact, if you don't have 
enough refined materials, building slows 
until the supply is suff-cient fo finish the 
project. Once a unit is built, the refined 
‘materials used to produce it are const- 
dered “used up.” 

Except for mines ard refineries, every 
facility, ship, troop or SpecForce unit 
also requires maintenance capacity to 
maintain, Unlike raw and refined mate- 
tials, which are generaced each day like a 
steady stream, your total maintenance 
capacity is more like a pool, Each tnine/ 
refinery combination makes a one-time 
contribution of 50 units to the pool. 
Likewise, units, facilities, and ships 
mike a one-time withelrawal {rom this 
pool. Maintenance tinits ate tiken as 
soon as you give the arcer to build the 
unit, The maintenance monitor shows 
the (otal unused capacity 

The more maintenance units that 
a mine oF refinery has to contribute 
the slower it will be in processing raw/ 
relined material points. Also, the lower 
the popular support in the system for 
your side, the slower the mines and 
refineries in the system will be ity pro- 
cessing raw/relined material points. 
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nneed to maintain your facilities, troops, and 
fleets. Mine 
be on the same system to work together 
Relineries that are on any system you control 
automatically refine mined material from 
any other system you control 

Your current supply of these resources is 
displayed at the top of the screen (Fig, 3.22) 


nd refineries do not have to 





Raw Materials.) Refined Materials | Maintenance 
Monitor Monitor Monitor 





HG, 3.22 RESOURCES MONITORS 


BUILDING FACILITIES 

In order to build any type of facility, you 
eed a construction yard, Phe Manufactur 
ing and Production window (Fig, 3.24) 
shows whether a system has a construction 
yard. To bring up the Manufae- 
turing and Pracluction window 
double-click on the Manufac- 
turing icon on the top lelt side of 
HG.3.23 9 system (I'ig, 3.23) 

To give this construction yard a command 
to begin building, you would right-click 
uncler Facilities Under Construction, 
Click on Build, This brings up the Build 
Selection window shown at right (Fig 3.25) 

To see what lavilities you can build, click 
on the down arrow under the default facility 
Facilities in the game are either manufactur- 
ing and production facilities (which produce 
something for the game} or defensive facili 
es, Defensive facilities are covered later in 
this chapter under Defense, The following is 
alist of the manufacturing and production 
facilities you can build, Not all of these 
facilities are available at the beginning of the 
game. Advanced facilities are only available 














2 ciarren a.) aumoine excuiis 


alter the technology is developed {rom 
rch and Development 
MINES give you access to a 





system’ raw materials 


REFINERIES refine mined 
Ee a ics 

materials, which are used 10 
build every type of unit in the game. 


CONSTRUCTION YARDS 
a let you build other facilities 
{wo construction yards double 
the speed, three triple the speed, 





nd so on 


TRAINING FACILITLES | 

let you build treops and 
Special Forces. Two training 
facilities double the speed, three triple the 
speed, and 50 on. 

ORBITAL SHIPYARDS let 
you build capital ships and 
fighters, Ships are covered 
later in this chapter under Troops ancl 
Fleets, ‘Iwo shipyards double the speed 
three triple the speed, and so on. 


ADVANCED CONSTRUC- 
TION YARDS let you build 
other facilities, They build 
facilities more efficiently than standard car 


struction yards. 





ADVANCED TRAINING 
YARDS let you build troops 
and Special Forces. They 
build troops and SpecForces more elfict 
than standard training yards. 





tly 





ADVANCED SHIPYARNS let 
you build capital ships ancl 
fighters. They build ships 
more efficiently than standard shipyards. 











Display Sector window 
For this system 


Close burton 


— Minimize burton 


— Shows what is under 
Construction, how many 
ae being bull, and 
the descination for the 
factlty, Rightcllek in ehis 
‘tea (0 give the consti: 
tion yard instructions 


This progress bar shows 
how far along the current 
construction progress I 


The first number here Is the I there Is more than one. 


umber of construction yarels Unie in tine to be bull, chs 
AU this ste, The secone! nur shows status of current 
ber also includes the construc Unie only 





tion yard now belng, bull 
FIG. 3.24 MANUFACTURING AND PRODUCTION WINDOW 


~ Currently selected 
Faclty to bullet 






Amoune of refined 
material needed for facility \ | Click here to bring 
Up lst of feces 


Amount of maintenance —| 
heeded! for fcllty 


Estimated time to completion 


Time to deploy facilicy 
destination is different system 


Select number of units to 
built consecutively, 


Begin bulling, 


sing up thecoets — a 
‘entry for this facility. K 


FIG. 3.25 BUILD SELECTION WINDOW 





LING FACILITIES / cHarTERS 83 

















You an instruct the construction yard to 
build more than one facility by clicking on 
the Number to Build text box, Units are 
bbuilt consecutively, R2-D2 or $-7 inform, 
ing you as each unit 15 deployed 

NOPE: When you order multiple units (o 
be built, maintenance capacity for all units 
ave deducted at the time you give the order 
The Build Selection window gives the 
mated days to completion. This is a 
figure—building slows if you 
don't have sulficient refined materials, and 
is suspended if the system is urder 
blockade or in uprismg, 

Stopping Construction 

‘You can halt construction any 1 me by right 
ehickin 6 Under Construction 
area and clicking on Stop. ‘The construction 
aurea clears and you recoup the -naintenance 
that the units you were building took up. 


al 


Starting a new project can 
cels the current construction 






in the Facilit 














and frees the maintenance 
the project was using. 


Setting the Destination System 

You can build facilities on any system you 
control by right-chelang under Facilities 
Under Construction and selecting the 
Destination menu option. Click on the des 
mation system with the cross hairs, In orc 





' 
10 burkd on a system, however, that system 
must have energy available, Energy is repre= 
sented in the Sector window as blue and. 
white squares (Fig, 3.26), Each facility you 
bouild on a system changes a blue square 10 


white, giving you less energy to build there. 





BAR cotarven > sornine consteuction 







Xyquine is “ful” Ie 
hhas no more energy 
available Tor new 
factites, 


Commenor, on the 
other hand, has 


oom for two more 
faces, 


NIG 3.26, THE SECTOR WINDOW SHOWS RESOURCES 
FOR THE SYSTEMS IN THAT SECTOR, 


NOE: Hf you want to build amine on a 
system, you also need raw materials avail 
able, They are represented as ved squares 
(Fig, 3.26). Mines are yellow squares 





THE MANUFACTURING 
AND PRODUCTION 
WINDOW TABS 
You've been concentratmg on the default 
Manufacturing tab m the Manufacturing and 
Production window, The other tabs, shown in 
Fig. 3.27, let you see the production facilities 
dureetly on the system, Note that grayed-out 
tabs indicate no facilities of that type are on 
the system. By right-clicking on the units, you 
Cun issue commands via the pop-up menu 
Select the Eneyclopedia option to bring 
up the Encyclopedia entry for chat unit 
Click on Status to soe the units current 
status, shown mm Fig, 3.28, The status is par 
ticularly useful if the unit is stll being built 
or is en route, as it shows you the estimated 
time of arrival or deployment for the unit 
the image for these units shows whether 
the unit is completed, being built, or en route 


UNIT IS UNITIS UNDER 
COMPLETED, CONSTRUCTION, 











UNITS: 
EN ROUTE, 











Training Yards tab Construction Yares tab | 


Shipyards cab Refineries tabs 


Manufacturing tab (Mines tab 


Right-click on unit 
(0 bring up menu, Cae 


Encyclopedia 


Status 


Scrap 





FIG. 327 MANUFACTURING AND PRODUCTION WINDOW TABS 













Location of facility Manufacturing Stams 





Status may be active. 
Under construction ot 
‘en route, 


Picture of faclity 


Shows how many mainte 

nance units facility uses, 
Number of days to convere 
‘ne refined material pone Construction Yard 


Indkatesfcity’s 

Brings up 

bane . 

x Encyclopedia entry 
foray 


By — Close this screen, 


HG. 3.28. STATUS WINDOW FOR CONSTRUCTION YARD 








MANUFACTURING AND FRODUCHION WINDOW TABS cHLAPIiKs 8B 2 











SCRAPPING FACILITIES 
Lf you want to get rid of one of your facilities, 
you can scrap it, This returns to you the 
mamtenance and some of the refined mater 
ial the unit used. Scrapping facilities frees 
oma system, You might, for 
example, scrap a mine so you can build a 





Ip ene 





construction yard, or serap a training yard 
to replace it with an advanced training yard. 
You may also scrap facilities if you are low 
‘on maintenance capacity or relined materia 

To scrap a facility, yo to the ab that has 
the icon for that facility, Right-cliek on th 
item to bring up the menu, and select Scrap, 

You can scrap any facility, troop, or ship 
in this way. 


se 


If you don’t have enough 
maintenance capacity to 


support all your capital ships, 








fighter squadrons, troops, 
and facilities, Star Wars 

Rebellion will start choos 
ing what to scrap for you. 


RESERVING 
CONSTRUCTION YARDS 
When you right-chek on the Facilities 
Under Construction area of the Manufactur 
ing tab of the Manufacturing anel Production 
10 





window, you'll see one of the options 





Reserve the construction yard. This means 
that if you turn ever Maintenance Production 
to your agent, the agent won't use that Lacil 
ity to build mines and refineries. You might 
do this if you want to keep a construction 
yard available for your own purposes 








CONSTRUCTION YARD 
PROJECT STATUS 

When you right-click on the Facilities Ur 
Construction area of the Manulacturing tab of 
the Manufacturing and Production window, 
you'll see one of the options is Status. This 
brings up the 
winclow. The Status 
(Pig, 3.29) tells you the day on which con. 
struction will be finishes. 














alities Ender Construction 
entry for this window 





FIG, 3,29. FACILITIES UNDER CONSTRUCTION STATUS 
(CONSTRUCTION YARD MANAGER) 


ORGANIZATIONAL TOOLS 
Keeping track of mines and refineries, and 





planning the best use of your resources are 

a critical aspect to the game, Below are some: 

tools that will help you 

The GID Resources and Manufacturing 

‘Sub-Menus: 

RESOURCES: Changes the Galactic 
Information Display so that larger stars 
represent available energy, raw materials, 
mines, or vefmeries (Fig. 3.301 

© MANUFACTURING. Changes the Galactic 
Information Display. so that larger stars 
indicate shipyards, training facilities, or 


construction yarls on a system (Fig 3.30. 

















You can further pinpoint only tho: 
shipyards, training centers, 0 construc 


tion yards that are currently idle 





%, Eneray Avallaitty \kevainy 


Raw Material Avaltaity eet 


Petanatacrting 


a 


FIG. 3.30 THE RESOURCES SUB-MENU 


J tle Shipyorts 
BN troining Facies 
BRivie Teoining Ceonee 
~ 

FM idie Construction Yay = 


Dloptay on 


FG. 3.31 THE MANUFACTURING SUB-MENU 


Resource Monitors 
The Raw Materials Monitor, Refined Mater 
Monitor, and Maintenance Monitor at the 
top of the screen (Fig. 3.32) give you the 
current availability of these resources, 


FIG. 3.32. RESOURCE MONITORS 

Sector Window 

The Sector window (Fig. 3.33) shows 
many raw materials you have ava lable 
many mines, and how many enemy 
are available 

Use Your Droids 
‘Use C-3PO/IMP-22. 








spaces 





nt-click on your 











Manufacturing icon 


Energy available 


Raw materials 


IG, 3.33. SECTOR WINDOW IMAGE OF SYSTEM 





agent to bring up a menu (Lig, 3.34) which 
includes helpful shortcuts for managing pr 
juction and keeping track of your resource: 
+ BUILD FACILITIES: Click this menu 
it 











m 10 build any facility on any system: 
The cursor changes to targeting cross 
hairs. Click on the system where you 
want a new facility. Tre Build Selectis 


window comes up. This is the same 





window that comes up when you give a 





construction yard a direct order to build. 
When you make a selection and click 


on the checkmark, your agent wall track 





down the closest construction yard to 





get the job done. Of course, that this 


ate Courter 





FIG 3.34 AGENT MENU, 


musource monitors /cHaren3 BF 




















option only works if you have a con 
struction yard available. 

+ GALAXY OVERVIEW: This menu 
option 








ives you information about 
your facilities, ships, troops, fighters, 
and Special Forces. Click here to see 
Fig, 3.35 shown below 

MANAGE PRODUCTION: This option 
lets the agent 





ake over some of the we 





When you select Manage Production, 
-3P0 or IMP-22 will build mines and 
refineries im any open energy and ra 


material slots it finds. It will stare with 





slots that are closest to the construction 
yards and expand from there. The agen 
will work to balance the number of mines 
and refineries, andl to maximize your 
maintenance points, but it won't ser 
mines or refineries to bring the two in 
halance, Once the manager 1s tt 
it will not stop until there are no avail 














This isthe total number 
‘of tha Fclity oF unit 
‘you control 


Items ase 
Ieleneified by icons 


There's one row for 
leach eype of facil 
ship, troop anc 
SpecForce you contro. 





ble energy ancVor raw material slots 


remaining, or until you turn it off 





Popular Support and 
Control 


Popular support in Star Wars Rebellion, 


sometimes called loyalty, is a measurement 





of how strongly a system supports your 
side. Key systems—Coruscant, lor example 
Yavin, and the Alliance headquarters—begin 
the game completely in support of their 

sides. In most other cases, however, at least 
some of the population has support for the 


opponent. How strongly a system supports 





your side 1s susceptible 10 change through 
‘out the game 

Tied closely with the concept of popular 
‘upport in Star Wars Rebellion is control: 


whichever side controls a system can station 





troops or draw resources from thar system. 


Systems that are nor controlled hy: the 


— Tis isthe total amount of maintenance 
capacity being. used 10 support those units, 
Jn this example six X-wings are each using, 
ight maintenance unit, 


FIG. 3.35 GALAXY OVERVIEW 

















Empire or Alliance are neutral, Neutral sys- 
tems don't have strong support for either 
side, By increasing populir support on a 
neutral system, you can bring the planet 
under your control 

Ifa system you control does not strongly 
support your side, smugglers may begin to 
steal resources [rom the mines and refineries 
on that system, Resources stolen in this way 
will be turned over wo your opponen 

If there is not enough popular support on 
a system for your side to control it, you can 
take control of it by placing trooper re 
ments on it. To do this you need to assault 
the system. (See section on olfensive play 
later in this chapter.) 

Note that even though you can control a 
system with trooper regiments, the speed at 
which mines and refineries produce raw and 
refined material points, and the chance that 
these points will be smuggled away from your 
side, is influenced by the popultr suppor in a 
system, So, controlling a system with trooper 
regiments In absence of popular support 
has its disadvantages. (Smuggling can by 
reduced by placing trooper regiments, ships, 
and fighters in the system.) 

There are also unpopulated systems. 
Unpopulated systems can be controlled by 
your side by placing one or more trooper 
regiments on them. However, if you do thi 
you will only continue to control the system 
as long as you leave one or more troop. 
regiments on the system, hecause the system 
will still be unpopultecl 

Unpopulated systems attract a population 
100 percent loyal to your side as soon as 
your first facihty arrives at the syst 
Therefore, ic is a good idea to build 


at an unpoputated system that you control 
as soon as possible, so that the system gains 
population and your control of the system 
doesn't depend on the continued presence 
f trooper regiments 
The following are the key issues that alfect 
popular suppor in Star Wars Rebellion, 
© DIPLOMACY MISSIONS: Sending one 
cof your characters on a Diplomacy mis- 
sion to a system can increase popular 
support for your side, You cannot send 
characters on Diplomacy missions to 
enemy systems. 
SUBDUE UPRISING MISSIONS: 
Subdue Upnsing missions will also 
rease popular support for your side 
ach more slowly than a 
Diplomacy mission). However, unlike 
Diplomacy missions, Subdue Uprising, 
missions can only be sent to systems 
that are in a state ol up rising, and they 
help to end the uprising, 
© OTHER SYSTEMS IN SECTOR: Changes 
in support on a system can affect popu 
Jar support on other systems in that 
sector, Por this reason, if you gain control 
of one system in a sector due to changes 
in popular support (that is, no trmoper 
regiments were added or removed to 
cause the change in control), others may 
follow suit. On the other hand, if your 
opponent takes over one of the systems 
that you control due to changes in pop- 
ular suppor, other systems in that sector 
may become neutral, and neutral systems 
may go over to your opponent’ side. 
ABANDONING A SYSTI'M; If you remove 
your last trooper regiment [rom sy 
and the system shifts away from your 

















control as a result, you may suffer pop- 
ular support losses throughout the sector. 
TROOPER REGIMENTS: The first rroops 
you station on a system after an assault 
decrease popular support for your side 
unless popular support for your side is, 
already strong on the system. However, 
if your side is the Empire, the presence 
of troops will also slowly increase sup- 
port for your side (as long as there is 
not an uprising underway). Because you 
must assault a planet with troops to take 
it over by force, doing so results in a 
decrease in popular support 

LOSING IN BATTLE: When you fight a 
battle against the enemy, the loser will 
experience a decrease in loyalty through 
out the sector where the battle occurred, 
depending on how many ships and 
troops they lost relative to thetr opponent. 
Any time you lose a capital ship (or, t0 
‘lesser extent, troops) in battle, your 
popular support throughout the sector 
where the battle occurred goes down, 
UPRISINGS: The longer an uprising, 
continues on a system that your side 
controls, the more popular support you 
lose on that system. 

BLOCKADES: Popular support is affected 
oon systems that are under blockade. 1f 
popular support on a blockaded system 
favors the Alliance, then Alliance popular 
support for the Alliance increases as the 
blockade continues, If popular support 
a blockaded system favors the Empire 
then popular support for the Empire 
will increase as the blockade continues. 
CIVILIAN DAMAGE IN BOMBARD- 
MENTS: If you damage civilian facilities 









ina bombardment (any manulacturing 
or production facility), you lose popular 
support for your side, Civilian damage 
can occur even during a military bom- 
bardment, due to “collateral” damage 


(This means that you hit a civilian 
{acility by accident.) 

@ DEATH STAR: The presence of Death 
Star in a sector makes it easier for the 
Empire to maintain control of systems 
in that sector. Using the Death Star to 
destroy a planet decreases support 
throughout the galaxy, not just through- 
out the sector 

@ LOSING YOUR HEADQUARTERS: 

If you lose your headquarters because 
it is captured (Coruscant) or destroyed 
‘Rebel HQ), you immediately sufler a 
severe drop in popular support in the 
sector. If you are playing the part of 

the Alliance, moving your headquarters 
to another system will result in a small 
drop m popular support at the system 
in which it was originally located 


GARRISON 
REQUIREMENTS 

Trooper regiments stationed on a system 
make up a garrison. Lf a system you control 
does not strongly support your side (for 
example, because you took over the system 
by force), that system might have garmison 
requirements. Garrison requirements are 
stated in the Trooper Regiment tab of the 
System Defenses window. A garrison 
requirement of two means you need at least 
wo Lroopers on the system to keep control 
Not meeting garrison requirements could 
cause the system to go into uprising 




















UPRISINGS 
Assystem you control may go into an uprising 
if you dont have enough troops ‘a meet the 
garrison requirements, Systems in uprisings are 
identified by a flaming icon at the lower right 
ol the system (Fig. 3.36) 








NG. 3,36 SYSTEM IN UPRISING 


While a system is in uprising, manulac 
turing halts, and some missions on that 
systern fail, Systems tn uprising experience 
artigon requirements. 

If a system stays in uprising too long, you 
may lose troops and facilities thers, and may 
ul 

system, Ty quell an uprising, you either need 











a shurp tnerease in, 


ately lose « 





plete control of the 


{o send in more troops, or send one of your 
characters on « Subdue Uprising mission to 
the system. 
NOTE: An uprising is 
fo your presence on the system, Your oops 
and characters are at risk of being 
captured or killed, 

Conversely, you can try tw stir things up 
on an enemy system by sending a character 
onan Incite Uprising mission 





ed response 


INFORMATION SOURCES 
FOR POPULAR SUPPORT 
The Sector window (Fig. 3.36) 15 your 
main source of information on papular sup: 
port. The amount of red and green on the 
Loyalty gauge unclerneath each system 





shows how strong your support i, and how 
susceptible a neutral system may be to 
being won aver to your side 

To get a broader view of your support 
across the galaxy, select Popular Support 
from the Loyalty sub-menu of 
Information Display control menu. Larger 
stars In this view indicate systems with 
strong support for your side, regardless of 
who controls those systems. You can also 
select Uprisings from this menu to see sys: 
tems in uprisings 





he Galactic 


Characters, Special 
Forces, and Missions 
The characters in Star Wars Rebellion give 
the game much of is flavor, but they are also 
critical to gameplay. Lach character hay spe 
cal abilities and strengths that you ca 
lurther your strategy’ Specifically, characters 
can have skills in diplomacy, espionage, com: 
bat, and leadership. This section talks about 
characters and missions in detail. You'l also 
see how characters can improve their abilities, 
and how some characters may be strong in 
the Force 








use to. 











BEGINNING CHARACTERS 
As you begin the pame, there atre certain key 
characters you start with. See the charts on 
the next page for key characters on each side 
ach game begins a little differently, with 
the characters at different locations, You also 
have one extra character for a standard game 
wo for a large yame and four for a huge 
game, Thes 
and placed, Additionally, you can recruit 
many 
mission options, This is discussed in detail 





e characters are randomly selected. 





characters to your side as une of yo 





uraisines:charrens 9 

















possible characters for each side 


USE THE FORCE! 





can also be used to detect 


te) Han Solo 





Ral Wedge Antilles 
BERD crevace 
ery 
ey. Jan Dodonna 
Mon Mothma 
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later in this chapter. There ate a total of 30th 


The Force isa great power in the galaxy 
which some characters can harness to 
increase their other abilities, Force-usi 
characters—if strong enough in the Forcee— 
nemy Force 





using characters on missions, and foil 
if they are located in the same system. 
Force-using characters can also heal faster that a 


normal if they are strong enough in 
the Force, 

There are live levels of Force users: 
Novice, Trainee, Jedi Student, Jedi Knight, 
and Jedi Master. Some characters may be 





strong in the Force yet be unaware of it. Luke 





8 Skywalker has the ab 





ity t0 discover Alliance 





ers with the potential 10 use the Fore, 





Darth Vader has the ability to discover 
wclers with the ability Lo use 
the Force, Luke or Vader can only discover 
haracter isa potential Force user 








hem, —Impe 











in, Except Mon M 
Strong diplomatic and feadership skills 
Strong combat skills; also skilled in espionage and 


diplomacy, Luke Skywalker is a Force user whose. 
skills may increase as the game progresses, 





Strong espionage, combat, and leadership skills. 
Unfortunately, he sill has the pesky problem of 
having a price on his head. 


Good combat, espionage, and leadership skills. Wedge 
Antilles also knows how to research new ship design 





Chewbacca is good ‘combat and espionage. 


Jan Dod 
bat, leadersh 





has a range of skills including com 
p. and diplomacy 





As president of the Alliance, Mon Mothma has 
exceptional leadership and diplomatic skills. She is 
located at Alliance headquarters, which is on a dif- 
ferent system in an outlying sector every game 













when they are on the same system or ship 
as the potential Force user. When that hap 
pens, Luke Skywalker or Darth Vader will 
send you a message like Fig, 3.37. 

While Darth Vader can discover potential 
Imperial Force users right away in the game, 
Luke Skywalker is not strong enough in the 
Force at the start of the game to sliscover 
potential Alliance Force-using characters, Also, 
Luke gains the ability to discover potential 
Force users before he is strong erough in the 
Force to train them on a Jedi ‘Training, mission. 





FIG, 3.37, FORCE-UISING CHARACTERS CAN 
DETECT THE FORCE IN OTHERS, 








Emperor Palpatine 


Plett 


Veers 


Jerjerrod 


Ozzel 





Exceptionally strong leadership and combat 
skills, as well as diplomatic skis. Strong in 
the Force, the Emperor always begins the game 
at Coruseant 


Good combat ancl leudlership skills; strong 
diplomatic skills. 


Good combat and leadership skills: Veers can 
perform troop Research and Development. mis- 
sions 

Strong leadership, diplomatic, espionage and 
combat skills. Darth Vader is very strong mn 

the Force. 

Stiong, leadership and good diplomatic skills 


Strong leadership, combat, and espionage skills 


Stroing'levidership, combat, and espionage stalls 

















Learning a character is Foree-aware gives 
that character a Force rating of Noviee and 
immediately increases the chavaeter’ leader 
ship, combat, and espionage abilities, You ean 
increase these abilities lurther by (raining. 
the character in the Force. To do this, you 
send the character with Luke Skywalker or 
Darth Vader on a Jedi Training mission. This 
is covered in detail later under Missions 

Luke Skywalker always begins the game 
as a Trainee, At some point in the game, he 
will go oll alone 10 Pagobah, to be trained by 
Yoda. If his training is succe: 
a higher Force ranking when he returns 
(The only way his training would be unsue 
cessful is if he is interrupted because Han is 
captured by the bounty hunters and brought 
to Jabba palace.) 





ul, he'll have 





TRAITORS 
Like planetary systen 
loyalty rating that depends in part on how 
strong your support is throughout the galaxy, 
Unfortunatel 
ter loyalty directly. Characters strony in the 
Force can also ferret out traitors im a party 
Key characters have strong loyalty that 
won't waver. Some secondary characters, an 
the other hand, may become traitorous. { 
you semid i traitor on a mission, he ar she 
may betray’ the mission, Charueter loyalties 
are allected by the progress of the same, so 
they will improve as you have victories, The: 
chance that a character will betray a mission 
(act traitorous) can be allected hy the 
destruction of the Rebel HQ; the Empire 
gaining or losmg control of Caruscant; and 
petting shy 
in bautles, assaults, and homberdments, 





. characters have a. 


you cannot examine a charac 














fighters, or troops destroyed 
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Ia character in your mission is discovered 
Jo be a traitor, often the best thing to da 4s. 
retire that character via his or her right-click 
pop-up menu, However, it may happen that 
most of your characters will become traitorous 
at the same time, because you are losing, 
What then? You probably dont want to retire 
all your characters, You might just let them 
sit tight and hope for an improvement in 
the game, So that traitorous characters 
become less so and yout can use them again. 
NOTE: Characters in command roles will not 
betray you, even if they have a low loyalty. 


THE MILLENNIUM 
FALCON EFFECT 

H Han Solo is traveling by himself, or with 
other characters (no Special Horces}, and 
they are not traveling cn a ship, they are 
assumed to be traveling on the Millennium 
Falcon and traveling twice as last as they 
normally would 





THE “SEAT OF 

POWER” EFFECT 

{the Emperor is on Coruscant (nor on a 
Hleet at Coruscant) and is not captured ancl 
Coruscant is under Lnpire control, then all 
Imperial characters in .he galaxy get a lew 
ership bonus 








LUKE AND LEIA’S 
SPECIAL HERITAGE AND 
THE FINAL BATTLE 

Uf Luke Skywalker has an encoumer with 
Darth Vader, he'll make a disturbing discov- 
exy about his and Leia heritage. If he is not 
captured m the encounter, he will be badly 
injured to reflect the fect that he has been 
deeply affected by his encounter and thus 














cant be used on missions, or as a command 
character, for a long time 

Leia always has Force potential but this 
can be discovered until she learns about 
her heritage from Luke. (She is unlike other 
potential Force-using characters that can be 
discovered, } 

Both Luke and Leia have an Evasion 
Force bonus. Lf Luke or Leia evades capture 
they get a slight increase in their Force 
abilities. Leia must be Forve-aware to get 
this increase, Luke and Leia also have an 
Encounter Force bonus. If Luke or Leia 
encounter Darth Vader or the Emperor, and 
are not captured, they get a more substantial 
increase in their Force abilities. Leia must be 
Force-aware for this to happen to her, 

Luke’ learning his heritage sets the mach- 
inations for the “Final Battle” in motion. 

If Luke knows his heritage, and has a high 
enough Force value, and is captured, and 
both Darth Vader and the Emperor are 
uncaptured, and not en route or on a mission, 
Darth Vader will start trying to abduct Luke 
and bring himy before the Emperor. I{ he 
succeeds, the Final Battle occurs. If Luke 
loses, he remains captured with the Emperor, 
If Luke wins, he gets free, captures the 
Emperor and Vader, and escapes to a friend- 
ly system or fleet with them. Luke is much 
more likely to succeed in the Final Battle if 
he has a high Force 

















IMPROVING YOUR 
CHARACTER’S ABILITIES 
Characters come into play with certain attri- 
butes. A character may have an espionage 
rating of 69, for example, You can merease 
these ratings over time by giving the character 





experience in the attribute you want to 
enhance, Ifthe character succeeds at the 
mission, those attributes used by the 
mission may be enhanced, At the end of a 
successful Espionage mission, for example, 
a characters espionage rating, will be higher 
if that character was the one who made the 
mission succeed. This will in turn improve 
u acter’ performance in his or her 
next Espionage mission. Only one character 
can cause a particular mission to succeed, If 
a Spect'orce caused the mission to succeed, 
then no member of the mission gets an, 
increase in their abilities. 

NOTE: Force-aware characters may 
experience a small growth in their Force 
abilities after a successful mission, but 
usually not enough to advance them to the 
next Force level. 





cha 












COMMAND RANKS 
You can put a character with a command 
rank in charge of all of the regiments on a 
fleet or system, all of the ships in a fleet, or 
all fighter squadrons assigned to a fleet or 
system. Characters with command ranks can 
improve your success in battle during tactical 
mode. Possible command ranks are Admiral, 
General, or Commander. 

+ ADMIRALS enhance the reaction time ol 
ships in their Net i the tactical game. LI 
several fleets are used mn one battle, the best 
admiral of those assigned is used. Admirals 
magnify the ellects of ships on bombardment, 
improve the maneuverability of capital 
ships, and help block enemy mission. 

> GENERALS enhance the strengths of 
trooper regiments for assault (on a Meet) or 
while defense (on a system). They also magnily 
































the effect of defensive batteries, Generals have 
no added effect in tactical bau 
> COMMANDERS enhance the effec 
and maneuverability of ighte: 
cal game, You can also assign a commander 
tw system defense fighters, 

All command ranks greatly enhance the 
ability of their associated units to detect 
enemy missions. If an enemy mission 1s 
detected, then the command ranks also 
enhance the ability of their associated units 
to capture or kill members of the enemy 
mission. The strength of this s2ectal ability 
depends on the character’ espionage rating 
The strength of the ability to capture or kall 
members of enemy missions, cnce the mis 
sion is detected, depends on the characters 
combat rating In both of these cases, the 
higher the rating is, the better 


<i 


Assign a general or 
commander to any system 
that you want to defend. 






























WHEN BAD THINGS 
HAPPEN TO GOOD 
CHARACTERS... 
Characters can be captured by :he enemy 
injured, or even assassinated (if y 








18 the Alliance}, A character’ icon reflects 
the status of that charecter (see chart). A 
character that is assassmated is, well, dead. 
A character may be injured if the ship on 
which he is located is slown up {as a result 
of a battle, bombardment, ar sabotage): if the 
system on which he is located is blown up 
by a Death 
nwo Force-using characters; while evading, 
capture or being captured: or as a result of an 
assassination attempt, An injured character 
not go.on missions and is particular! 
vulnerable to being captured. There is always 
a chance that when a character is injured 
that he may be killed. I! he is not killed, he 
will be healed if he rests on a system or fleet 
that you control. Captured characters do not 
heal while they are captured 
character may be 2aptured in several 
ways: directly via an abduction mission: by 
being detected by a foiler while the character 
is on an enemy system; when a sysem the 
character is on is taken over by the enemy: 
and, when the character tries 10 escape a 
system that is under enzmy blockade 

If you have captured an enemy character 
and want to Iransport Fim or her. you can. 
do so as long as one character or SpecForce 
unit acts as “jailer” and stays with the ch: 
ransport 











tar, in) an encounter between 
































acter durin 




















Ia character is captured, he 





may he on 
the way: You can send remaining characters 
and Special Forces on a Rescue rrission. You 
can also try to rescue a character hy takir 
over the system where he is being, held eap- 
tive. Blowing up a ship that holds 
character may: result in the 
set admit, and sometimes recovered, but this 
can al; the character being killed. 
NOTE: Han Solo may at some point be 
captured by bounty hunters. If dus happens. 
Luke Skywalker, Leia Organa, and Chew 
acca will automatically try to rescue him. 











haracter being 





SPECIAL FORCES 
Another way’ to acquire perso 
perlorm missions for you is to bu Id 
Forces at training 

(a.k.a. SpecForces) are de 








Specitl 





cilines. Special Porve 





wed for specific 


missions, such as Espionage and Reconnais: 


Encyclopedia * 
Status 
served 





FG. 3.38 BUILD SPECIAL FORCES ON A 
SYSTEM WITH A TRAINING FACILITY. 


they lack the breadth of skills that 
\cters have, and, unlize characters, they 





don't improve their skills f they succeed on 
are simple to build 
and make useful additions to mission teams 
To build a Special Forces team, find an i 
ig facility, right-click on it and select 
Build (see Fig, 3.38 


The Special Forces are 2 


missions, However, the 








wermixed with 
the troops in the drop-down menu, Do not 





confuse the two, however. Troops are spevile 





ally lor establishing garrisons, defending, 
planets from ground assault and conducting 
planetary assaults to take over systems, Troops 
never go on missions, Likewise, Special 
Forces do not count toward the garrison 


There is another way to build Special 
Foroes, Right-click on your agent and select 
Build Troops from its menu (Fig, 3.39) 


jective 


nage 


mage Producttan 





FIG. 3:39 YOU CAN USE YOUR AGENT 
TO ISSUE A BUILD ORDER 


























hairs, select a destination system. II there is 
an idle training facility available, the Bu 
Selection menu comes up. Selzct the 
Forces unit to build, and your agent wil 
instruct the nearest available training facility 
to build the unit 

Below are the Special Forces m Star 
Wars Rebellion, and the missions you can 
send them on. 








FINDING CHARACTERS 
AND SPECIAL FORCES 
There are two ways to locate your characters 
and Special Forces, co lectively known as 
your personnel, The firs is the Personnel 
Finder. The second is “he trusty Galactic 
Information Display 

NOTE: You cannot locate Luke when he is 
at Dagobah, or Han Solo, Luke, Leia, or 
Chewbacca if they are at Jabba’s palace 











ee) Alliance a | 


he 





fan Infiltrators, 


Longprobe wing 
Recon ream 


Bothan Spies 


jerrillas: 


Reconmaissance 


Espionage 


incite Uprising 
Suhdue Uprising 


Abduction 






i Sabetage 
Death Star Sabotage 
Rescue 
¢ Empire lniperial Probe Droid Revchinaissanice 
Sill 
4 Imperial Espionage Droid Espionage 
imperial Conimandos Sabetage 
a HF Suibdue Uprising 
incite Uprising 
. Noghri Death Abduction 
Commandos Assassination 


Rescue 
































| The Personnel Finder 
Use the Personnel Finder (see F 








lactic Infor 
3.40 enter ther 





tion Display. You can 
ame of the character to locate 











and 3.41) to track down a specific character or him, or scroll down the list and select a 
Special Force (SpecForce) unit. The Personnel character. Tabs let you search through a list 
Finder control is ane of the buttons beneath of Alliance personnel or Imperial personnel 





Personnel Fincer (imperial player's view) 





FIG. 3.40 IMPERIAL PERSONNEL FINDER | 


Personnel Finder (Alllance player's view’ 





FIG. 3.41 ALLIANCE PERSONNEL FINDER 


Ener a character name to go 
sliroety to thar character In the list 














Tab lists only fmperial Personnel 
Personnel Finder window 


Display: Close 
window anc open 
System window for 
Selecta character selected character. 
by clicking on his or Characters: Switch 
her name. to Character Finder 


Tab lists only Aliance 
Personnel 








Specforces: Switch 
10 Special Forces 
Pinder screen. 
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IME PeRsowneL rinveR sciseree sO 











(Gee Fig, 342). To open up the Planetary win- 
dow for the selected character, click on the 
Display button, or double-clic< on the char- 





acters name 
Click on the SpecForces bution to search 
for Special Forces, This screen (see Fig, 3.43) 


shows all your Special Forces, and where 
they are located. Again, use the Display but 
ton to go lo that system, ‘To lear more 
about a character whose name you see in 
the Personnel Finder, double-click on the 
characters name or press the Display 
button to bring up the System Window— 
system defenses in which 
the character appears. If you have no infor 
mation about an opposing charac 
location, no System window appears, 
Click on the Close button if you dont 
want co bring 
sonnel 
Finding Characters with the Galactic 
Information Display 
You can use the main Galactic Information 





Tleet or mission 











a window lor specific pet 


Grid shows the number 
lof each SpecForee on 


teach system, Double- 
lick on a line or a 
system name t© 20 10 
thae system 





Display to see how your personnel are 
distributed across the galaxy. Select Personnel 
from the Galactic Inlornation Display menu 
and select either Active Personnel, to 
the locations of your personnel who are on 
missions or in command, or Idle Personnel, 
to see the locations of personnel who are 
available lor assignments. 

Examining Personnel 

There are two main sources of information: 
about a character: the Galactic Encyclope: 
dia, and the Status window. To examine a 
character, you lirst need to bring up the 











System Defenses window for the system 
where the character is located 
Double-click on the Defenses 
icon for a systerr 
aver le 
system in the Sector window 

AG 348 (Lip, 3.45) 

Right-click on a character's ieon to bring, 
up the memu for that character: Select 
Encyclopedia to go direcily to the entry for 











Ler a system name to sctol to 
that system 











Close Personnel 
Fincler winelowe 


— Display 


i Characters: 
{liek here fo go back 
to the Chavacter 
Finder screen, 


FIG. 3.43 PERSONNEL FINDER WINDOW FOR SPECIAL FORCES 


BIO0 cHArrra +) FINDING CHARACTERS WHTH THE GID 




















that character: The Ency 
general information and background abou 
acharacter. The Staru 

more up-to-the-minute 


lopedia gives you 


box, however, gives 


and precise informa- 





k on a character to bri 
and click 


tion, Right-c 
the menu (Fig. 3.45 





1p 





in Status, 











Personne! 
tab 


Mave Se — Right-click 
‘0 bring up 


firmed Mave 
Command 


Encyclopedia 


HG. 3.45. SYSTEM DEFENSES WINDOW 


The Character Status Window (Fi 
shows information about the 








HG. 3.46. STATUS WINDOW FOR LUKE 





Below is the information about eae! 
ter this screer 
+ NAME: Character’s nat 
COMMANDING; Cha 
nand rank 


h charac- 











cers current 
Many characiers have the 








potential for command, but you must expli 

citly assign the rank for it ta be in effect 
ATTACHED: This 1s the character’ loca: 

ton, or, if en route, his destination. 


+ STATUS: Tells whether character t 
orders, on a mission, in transit, ete 
FORCE RANKING 

cudied the chat 


awa 





Shows how well 


ris in the Force 





ifatal 
+> DIPLOMACY RATING, ESPIONAGE 








RATING, COMBAT RATING, LEADER 
SHIP RATING: These ratings indicate 
how likely a character will be to succeed 
t various mission types, Ratings range 
rom 0 (Chewbacca, for example, has 


practically no chance at success an a 
Diplomatic mission) to 150 or even 


higher for very advanced characters. 












Only very key characters begin the game 
with the highest ratings. 

> R&D CAPABILITIES: 
* Ship Design Troop Training 
+ Facility Design 
One of the mssion types is to promote 
research and development (R&D), There 
re three areas of R&D in the yume: Ship 





Design, Troop Training, and Facility Design. 
This section of the status screen shows 
which of these to he ch 
expertise in. Ifa character has a Yes 
Troop Training, for examp! 
could send him or he 


cs, if any, acter 








you 





on a mission 
hat area. Details 
er in this chapter 























POSSIBLE COMMAND RANKS: 
+ Admiral * General » Commander 
The status hox mdicates the character's 
potential command rank, To actually: put 
the character in command, right-click on 
the character, select Command andl 1 
the desired Rank sub-merra option. 








MISSIONS 
Star Wars Rebellion has many different 
types of missions on which you can send 
your characters. You can senul single charac- 
ters or SpecForce units on missions, or you 
can put logether a mission team, Te 
consist of a combination of characters and 
SpecForces, o assign a team to a mission, 
select each member of the team (hold dow 
the CTRL key while clicking) and then fo 
low the commands described below. All 
team members must be on the same system 
or Meet to begin a mis 
The general procedure to i 
mission is to right-click on x character or 
team and select Mission, When you do 
the cursor changes to the cross hair, th 
select a target lor the mission, The mission 
system, facility, characters, 

















on together 














target can be 
SpecForce, fighter squadron, or trooper re} 
iment, depending on the type of mission, 
NOTE: You can only send your characters 
into enemy-controlled systems on specific 
missions. If you click on an invalid destina- 
tion, C-3P0 or IMP-22 indicates the error 
and the cursor returns to normal. 

When you select a valid targ 
sion. the Create Mission window comes up. 
NOTE: This dialog box only shows the 
missions available for that character or 
Spectorce for that target. For example 














[OZ ciarres ss missions 





The destination for some 
missions is the system the 
characters are currently on. 
However, if there are many 
‘other chacacters filling up 
the Personnel tab of the 
System Defense window, 
and you find it difficult to 
click on a blank space in 
the window, click on the 
window's title bar, or click 
on the system's icon in that 
system's Sector window. 





if Bothan spies are selected, Diplomacy, 
Sabotage, etc, will not be available; only 
Espionage will be a mission option since 
that’s the only mission Bothan spies are 
able to perform. 

The Create Mission window has wo tabs 
(Fig, 3.47), The upper leftmost tab sets the 
mission type. Click on the arrow below the 
box displaying the currently selected mission, 
This brings down the drop-down list of avail- 
able missions 

Select the mission you want your agent 
to perform and click on the checkhox. Clic 
‘on the X box to cance: the mission 
Decoys 
You can assign decoys to missions tw draw 
attention away {rom tke personnel pe! 
forming the “real” mission. A decoy must 
be qualified to pe 
(For example, Bothan spies cannot perform 
sabotage, sa they cannot be decoys 
abotage missions. However, they can 
perform espionage, so they can be decoys 





























orm the real mission, 








on, 














jonas 

















‘Main Create Mission tab 
sets the mission type. 


Displays targer — 
‘of mission, 


Instructs agent to cary — 
‘out this mission. 


Eneyelopedtia entry 
fot mission 





Brings up tab fo assign 
agents and decoys 


Clese butcon 


Mission type 


Click here to drop down 
mission list 


Cancels mission assigement. 


FG, 3.47 CREATE MISSION WINDOW 


on Espionage missions.) Decoys are 





members of your mission team 
decoys, click on the Decoy tab to bring up 
pwn in Vig, 3.48. Decoys must 
be selected before you elick on 





the screen 





pe check. 
box to exeeute the order 





No matter what the mission type, uw devoy’s 
success in diverting attention from the agents 
depends on the decoy’ espionage rating 
NOTE: Serving as a decoy on a successful 
mission does not enhance a character's 
abilities. 

Detectors 

Before a mission can have a chance at suc 
es8, teany members must sneak fast enemy 
defenses, Any unit defending & sy 
fighters, troops, and capital ships—has a 





em 


chance at detecting a mission team. In th 
context, such un; 





are called detectors or 


foilers, Adding decoys to your missivn team 
helps your chanives of geting past these 
detectors. 


As soon us a non-decoy team member is 
detected. the mission is foiled and immedi- 


ately fails, Members of a foiled mission team 





may either be killed, captured, or returned 
to base, Note that ila decay is detected, the 
mission is not automatically loiled! 


Generally it makes sense 10 keep yout 





team siz 
slip past a guard unic than eight. On the 
other hand, if your mission is not detected 
by foilers, each team member increases the 
chance that the mission will succeed, so you 


small; i'S easier for two. people to 




















Select Mission tab 


‘These characters are 
agents; they will perform 
the actual mission. 


Click on avtow to move 
selected agents to 
Decoy column, 





Decoy tab 


“Tis character and Special 
Force unlt are decoys. 


{lick on this arrow to 
move selected decoys to 
‘Agent column, 


AG. 3.48 CREATE WWISSION WINDOW DECOY TAB 


have to balance these wo factors when 


deciding how many team members to assign 
Informants. 
Occasionally you will receive intelligence 


information from informants on enem 








tems, This lets you know about what’ hap 
pening on a system, almost as if you had sent 
an Espionage mission there. The differenc 
is that often informants will provic 





plete mformation about a system 
lu 


much information as an 


ky; however, sometimes you will g 








pionage mi 
would provide. Informants are more common 
in systems that are ina state of upri 
Mission Types 
On the nest page is list of the m 
available to you 


¢ situations in which you can carry 








the valid mission targets. 
and 


th 








sm. out 





(04 care ss eronmants 














If the conditions required to start a mis 
ion are lost while the mission is underway, 
the mission will end. Far example, Diplomacy 
"i can only be sent to a neutral or 
riendly system that 35 not in an uprising, 
siate. I the Diplomacy mssion is underway, ancl 
the system should fall under enemy control 
go into uprising, the mission will end, 
Research and Development (R&D) 
These missions ate extremely desirable. If 





successful, they can lead to improved design 
‘of construction yards, for example, which 

1 you build facilities in less time. Research 
ing improved ship design helps strengthen 
your Meets, Researching troops le 
new types of regiments with better skills 


Each fac 


you train 








ty you control contribute: 
so R&D 
as the game progresses, even if you 





to research in 





sown area, 


























do nothing, However, results are mu 
if you send one of your characters on an R&D 





and the n 





mission, When an R&D mission results ir ship) will be immediately accessible 






MISSION. TARGET DESCRIPTION 

Abduction Enemy character on Your chatacters capiure a spe 
a system or fleet eific target enemy character, 
Character cannot be To win the game if you are 
in hyperspace or playing the Empire, you must 


captured capture Mon Mothma and 
Luke Skywalker. I you are the 
Alliance, you must capture 
Darth Vader and Emperor 
Palpatine. Note that characters 
can also be captured if a:mis- 
sion they are-on is foiled or if 
they. try to flee @ blockaded 
system: (This mission can ales 
be used.t0 capture non-victory: 
condition chacacters.) 


Assassination Enemy character on Goal is to injure or kill a target 
a system or fleet Alliance character. Only the 
Character cannot be Empire may perform this 

in hyperspace, or be mission. (You cannot kill 
captured ary characters such as Luke 
er, but injuring them 
jem easier to capture.) 














A Death Star watt a = Gniy the Alliance: tay 

known location: Fhe: perform: this mission: tts suc 
Death Siar cannot be. “cess ends in the destruction of 
in hyperspace and the Death Star 

must be buil 





ATTRIBUTE 
U 


D 
Combat 


Combat 


er anew technology, the message droid will 
ew facility (or troop or 


Combat anid 


Espionage 











RIPTION 








Neutral system, or «Increases popular support fer 
‘one allied with your your side: For neutral sysems, 
Side, that is not in an. this may (Or may noe) yesult in he 
“uprising stace 986m coming over ts your side 


thers information about a 
system. Ifa mission to an enemy 
or neutral system is successf.l, 
the information you see from the 
Manufacturing and Production 
and System Defense windows 
for that system is accurate. This 
‘snapshot” of the system can 
change, Perform a mission on 


Esplonage Any explored! s) 











a system you control, and it 
helps detects enemy missions 
to that system and enemy per- 
nel on blockading fleets 











Frietidlly system that. Contributes to Resewich and 
Research has.a constriction Development for new faciliny 
rigs . - 
Incite Uprising Enemy-controlled —_ncites/furthers an uprising on an 


system, enemy-controlled system. Can 
cause a decrease in enemy’ popu- 
lar support. Increases likelihood 


of enemy trooper regiments 








and facilities being destroyed 
during uprising. Increases 
likelihood of i 
chi 
likelihood of any friendly 
captured character’ escape. 


jury for enemy 





racters on system; increases 





Diplomacy 


Espionage 


‘Must have 
Facility 
Design 
Research 
ability 


Leadership 





MISSION EARG! DES 


Jedi Training friendly system with This is a teaching mission. Send 
Forte-aware characters Luke Skywalker or Darth Vader 
and Luke or Vader, along wath one of more Force 

aware characters 10 nctease the 
Force in the students: Hf the 
ning is taking 
a bombardment 
or an assault, the Jedi Training 
Mission will ait and be aborted. 








Any system not Explores a system and reports. N/A 


under your control on facilities, military unit 
(can be explored or resources, popular support, and 
unexplored) he side that controls the syst 







All tion about the 5 
' tem is reported, except for the 
‘ characters and SpecForces pre 








sent. Infor 
the Manufacturing window is. 
not revealed by Reconnaissance 
missions. This is the only mission 
that can go to an unexplored sys- 
tem. Only Longprobe Y-wing 
Recon Teams and Imperial probe 
droids may perform this mis- 
sion. The sa 
q revealed, irrespective of popu- 
lated status of system. 


tion displayed by 








ne information 








Recruitment Any friendly syscetni  Only-a major character Gan per Leadership 


Success of this mis<. ~ferm this mission. A successtul: 
Sar injeade fan Meelis the incr 
on how strongly the’ -chafacter being added to your 
system supports your side, You ¢an:-rectuit multiple 
side characters on a sitigle system 


by repeating this mission 


mission tress caarren 3 10% 2 











TARGE! 








Captured character on Rescues a:characier from an: “Combat 
an enemy fleet or 5ys-" opponent 
tem, Character can- 


riot be in hyperspace 


ital Destroys an enemy facili capital Combat and 
fighter squadron, troop reg- Espionage 
‘once. Anything 


Enemy facility, ca 
BN ship, lighter squad- shi 











ron, trooper regiment, iment, or Sp 











‘or SpecForce. Unit that can be built in the game with 
cannot be in hyper- a manufacturing facility can 

space and must be sabotaged, as long as it is com: 

completed. pleted and not in hyperspace 


You tanget a Death Star with this 
mission, you must use a Death 
‘Star Sabotage mission. However 
the Empire can sabotage the 
Alliance headquarters. 














Friendly system with” Coniribiites to Research and Must have 
a shipyard. Development for new ship: Ship Design 
design: Research 
ability 
Friendly system in _If this mission succeeds, i Leadership 
state of uprising results in suppressing an 
uprising, increasing popular 
suppon for that system. 
Friendly system with’ Contributes to Research and Must have 
troop training facility Development for new troop Troop Train 
types. ing Research 
ability 








[OB CHAPTER 5 / MISSION TYPES 











CHECKING ON 
| MISSION STATUS 

Once you send a character on a mission, the 
| mission icon appears next to the system of 


the target mission (Fig, 3.49) 


Allance of Imperial eon 
to the lower ight of a 
planet incicates a mission 





one system to another, there is a period of 
time when the character is in hype 
This time is relatively short if the character 
is vaveling within a sector, longer for jour 
neys between sectors. You can tell Leia is 
in hyperspace in Fig, 3.51 because of the 





pace. 





Name of Mission: There 
may be more than one 
system. I that's the case, 
you'l be able to see other 
IMission teons In this eo 
tum, Click on this icon to 
‘bring up the iission-spe- 
‘ie Information on the 
fight side of the sereen. 








starfield surrounding her picture, You can- 
' in hyperspace; you 





not give onlers to un 
must wait until they reach their destination 

Right-click on 
the Mission icon 
to brir 





up the 
Mission menu 


Fig. 3.50), ‘This 





cheek on the sta 











You may wish to abort a 
mission if the mission 
personnel are urgently 


needed elsewhere. 





Target: 





€ Target of mission 


Check on status of agent 
performing mission 


Bpfosh 
on Check on status of 
decoys, ary. 
‘Staflekd background 
indleates characte 





Din progress here | 
baal tus of a mission FIG, 3.50 
You can check on a mission by double ¥ give the order to abort or continue the } 
dlicking on this icon, which brings up the mission (if the team ts not mn hyperspace) | 
Mission window (Fig, 3.51) 
NOTE: Any time you send a character from lies | 


Cea raae oeonace 











HIG. 3.51 MISSION WINDOW 


CEHLEXING On Mission status / clArTER 3 108) | 














Reporting 
When a character completes a mission, he or 
she reports in to you. C-3P0 will report, for 
example 

or, “There is a messa; 


‘One of our agents is reporting in 
from Master Luke. 





The character reports the success or failure 
of a mission, II a mission succeeds, it means 
the objective was met. If the mission is 

foiled, 


detected and were unable to attempt the 


it means the team members wer 





mission. If the mission “fails,” it means the 
team got through but still couldn't meet the 
mission objective. Personnel on a foiled 


mission are sometimes captured, wounded. 





or killed 
NOTE: Even if a foiled or failed mission 
message reports that agents haven't 
returned, it could turn out that the decoys 
have made it back safely 

For Diplomatic, Incite Uprising, Subdue 
Uprising, and Research and Development 
ask 





missions, the character will furthermot 





whether you want the mission to can 
For example, Princess Leia may report that 
her diplomacy has increased popular 
support, but mot enough to sway the system 
to the Alliance (Fig. 3 
At that point click on the checkbox to 
continue the mission or the X bu 








abort. Missions are not ahways su 
first time, but persey requently pays 
olf, Chaeacters will try 10 continue until th 


mission is 100 percent successful. For 
Diplomacy, this is until the system sup 
your side completely. For R&ED, this is uni 
all possible discoveries have 
Incite Uprising. this is until the sy 
char iL. For Subdue Upris 
until the uprising has ended 











this 





zed ca 






BRNO charmes 










IG. 3.52. CHARACTERS ON DIPLOMATIC AND R&D 
MISSIONS ASK WHETHER TO CONTINUE 


NOTE: If you don't read and respond to a 
message in a timely fashion, the character 
automatically continues the mission until 
it can no longer be continued (for example, 
ystem becomes 100 percent loyal to 
your side). 

Returning to Base 


Each character is attached to a specific 





base system. The location of this system is 





portant because at 1s where the character 
returns if the system where the mission 
takes p 


e is not friendly to your side when 
ends, (If the system where the 

mission takes place is Iriendly to your side at 
on of the 1 
of the mission will remain on the system.} 
To chang 
acter there with the Move command (right- 





the cone ion, the members 





characters move the chat- 





click on the character). Another way 10 
haracter is to click on Confirmed 
Move. This brings up a window that tells 


mo' 





he transit time {in days} it-will take for 





the character to reach his destination. to 
confirm the move, click the checkmark, ‘Io 
cancel, click the X bution, Alternately, 





he ch 








you 














can move a character by simply draggmng his 
icon onto a destination system or Net 


If you change the base of 
important characters such as 
Luke and Mon Mothma, be 
sure that the new base sys- 
tem is well-defended, since 
the Empire will li<ely try to 
abduct those characters. 





A character may also be sent on a mission 
from a ship. In this case, the ship is considered 
to be the character’ base. The character will 
attempt to return to the ship at the close of 
his mission, unless the ship is im hyperspace 
In this ease, the character will atempe to 
return to a friendly system nearest to where 
the mission concluded 


To save time spent traveling 
through hyperspace, station 
characters at a bese ina 
sector where they are likely 
to perform their missions. 
For example, station Princess 
Leia on an Alliance system 
In a sector with multiple 
neutral systems, then send 
her on diplomacy missions 
to each neutral system in 
turn. This will save traveling 
time between missions. 








Troops and Fleets: 
Offense 
In Star Wars Rebellion, « fleet is an organi- 
zation of capital ships and the lighter 
squadrons, troops, and >ersonnel on board, 
A fleet must contain a minimum of one cap- 
al ship. A capital ship s a large ship, usu- 
ally with some degree 0” weapons systems, 
A capital ship can Irequently carry fighter 
squadrons (smaller ships designed for combat) 
and/or oops. Fighter squadrons and troops 
can only be part of a fleet that has a capital 
ship with space for them. The Encyclopedia 
y for each capital ship tells its carrying 
capacity, Fleets travel together and can 
defend a system, attack a system, or engage 
D opponent’ fleet in space. Fleets can also 
be used to transport troops, Fleets can carry 
any number of characte-s and Spectorces, 
Any ume a fleet is in orbit around a sys 
m, that system will have a Fleet igon in the 
upper nght corner (Fig. 3.53). Double-click 
on the icon to bring up the Fleet window 

















1— Doutte-cick on Fleet icon 
to bring up Fleet window. 





FIG.3.53 


The Fleet window is shown in Pig, 3.54 
on the following page. The Fleet window: has 
two is. The k est column shows 
the individual fleets, or can be expanded to 
show the ships in the fleets, The right column 
shows the details of the selected fleet or ship. 
n Fig. 3.54, note that you can have more 
han one fleet orbiting a given system. 

To bring up the nghtmost colunm, which 
shows more details, single-click on a fleet 





-olut 














room arene omnt ones 



























Blue engine 
aglow Inclicates 
fleet Is in 
hyperspace, 


Indicates feet 
has at least 
fone fighter, 

Indicates feet 
has a¢ least 
‘one troop, 

Inclcates Neer 
has at least 

fone personnel 

init assigned 





‘ait 
HG, 3.54 FLEET WINDOW 
The window changes as shown in Fig. 3.55, 
The right side of the Fleet window gives 
details about [leet contents 
The rightmost column contains four tab: 
One shows the capital ships in the Meet, one 
shows the fighter squadrons, one shows the 
troops and one shows the personnel. For 


example, Imperial Fleet 5 has two capital 
ships: a Victory Destroyer and « Carrack 
light cruiser 


il 
You ean right-click on a Ship 


icon and select Encyclopedia 
to learn more a 








ut it. 


other three tah: 
55, In the 
| example screenshots, the right column ta 


The contents of the 
for this fleet are shown in Fig 











show the contents for the entire fleet. To 
analyze a fleet in greater derail, double-click 


om the Mleet graphic on the lel 10 display the 





12. cHarre 3: TROOPS AND FLEETS: OFFENSE 








Feet contains one 
Fighter. but has tom 
For two, 






This area shows the 
actual fighters that 

fre attached to the 
Reet 


Fleet contains one 
regiment, but has 
room for two, 


Shows troops 
atiached (0 the 
fet. 


‘Shows personnel 
assigned to the flee. 
Don t forget «0 righ 
click on the character 
‘and select a rank 
from the Conmmand 
sub-menu i you 
‘want the character 
to be In command, 


FIG, 3.55. TABS FOR THE FLEET WINDOW CONTENTS, 


























ships an that fleet on the left columr BUILDING SHIPS | 
can single-click on a ship 1 ild al st find a 
tents displayed on the right, as shown tem with an orbital shipyard. Right-click on | | 
below in Fig, 3.5¢ Ship Construction area of the system’ 
| 
| 
— Tis shows thar both of | 


Victory Destroyer. | 
Double-click on a feet t0 
‘Open I ups and See ts 

‘ipl ships below 





Click on a speci 
capital ship 09 examine 
‘ein derail 


FAG, 3.56. THE FLEET WINDOW LETS YOU 
EXAMINE SHIPS IN DETAIL 


Manufacturing and Prod! 
(Fig, 3.97). Select Build from the menu 




















your shipyards is to right-click u Fi — Right 
| and click on Build Ships. The cursor ch aay 
syniern. (The ship will be deployed 1o'a f 
dow for ships (F ) You'cun select.an SS ecreiepeale 
existing [h as the target h din Status 
ship. This is frster than building it 10 @ FEEZT peserved 
jem and chen moving i 
Select the ship to build from the drop | easarg 
down list. A: Was you ee 
| build a new capital sh a new fleet NG. 3.57 BUILDING A NEW SHIP 


sunoine sins cuarers 113. | 








‘Maintenance cost 


Refined! material cost 


Click te built ship, — 


Bring up Eneyelopedia 
enity for ship, 


2|Bothawui 





FIG, 3,59. SHIPS ARE ALWAYS A MEMBER OF A FLEET, 1 








Gurrently selected ship 


ick to bring up tse of ships 
from which to choose. 


Denotes dhe day task wil 
be complecea. 


Additional number of days 
tnt unit is deployed to 
Number of units to bull 
consecutively 


ick to cance 


3.58 BUILD SELECTION WINDOW FOR SHI'S 


ablished in orbit about the system and 


er Fig, 3.59). 


squadeor 


hat ship is its only membx 





I you build a lighte the unit 


tioned on the plaret surface until you 
assign it t 
The Build Construction 1 


fitpyards is 








he same as the one lor training 


d cons ards, In addition 


a Build cor 


ilities a 





nuction 


to issuing sand, you can use 





his menu to: 
STOP: Sop construction of current 
DESTINATION: Set the 
ship being 
> RENAM 

¢ default name is the type of ship fol 
lowe Note that this is 
nly menu option that isn't available 
under Facilities Un 


pops in Training. 


at 








constructed, 


Change the name of the ship. 





by a number. 





ler Construction or 





EVEN IF THE SHIP IS UNDER CONSTRUCTION, 





E14 carter 5 ¢ munmiwe suers 


— 














+ ENCYCLOPEDIA: Brings up the selected 
Ships entry in the Galactic Eneyclopedia 
only if the 
built, Otherwise, it displays the system's 
entry 

+ STATUS: Status of current ship's construc 








hip is in the process of being 


ion, if any, This tells when the proje 
will be completed 
RESERVED: Prevents your agent from 
using that shipyard for any of its auto 
mated management functions. It may 
however, still use that 
select Build Ships from the Agent 1 
The Ship's Menu and Status 
‘When the ship or fighter is built, you 
can access its menu by right-clicking on i 
(sve Fig. 3.60 
You can Move a ship, or click on Con- 
firmed Move. This brings up a window thal 
tells you the transit time (in days} it wall 
for the ship to reach its destination. To con- 





shipyard when you 











ke 





firm the move, click the checkmark, ‘To can 
cel, click the X button, You can check the 
siatus or Encyclopedia entry for ships, as 
you can for other units in the game 

The Status menu option is particularly 
helpful lor ships, because if a ship is damaged 
t gwves you complete information on each 





system (ull capacity and current value 





3.61 shows the status of a fully opera 
jonal Carrack light crutser. Note that the 
‘op items on the 
similar to what you would se 


units in the g 





4 show status values 
for other 
hips status 
This list continues 
ships’ capacity and 
you would 





ne, such as the 





and maintenance cost 
ails on th 


feapons systems, similar to wh 












in the Encyclopedia ent 
The second screenshot (Fig, 3.62), shows a 
Je status in this case, scrolled 





to show values for some of 1 





e weapons. 


Wave 
Confirmed Move 
Create Fleet 


Rename 


FIG, 3.60 ACCESS A SHIP'S MENU BY RIGHT-CLICKING ON TT 


ME Shir's MENU AND STATUS / CHaPrHE) 115) 























ship is damaged. There are wo numbers alter In each case, the first number is the cur 


the values for the following weapons systems rent level, and the second number is the ships 
+ |IYPERDRIVE capacity, In Fig, 3.62, you can tell the shield 
Huu recharge system has been damaged, since the 
+ DAMAGE CONTROL current rate is 8 but the maximum rate is 10 
+ SHILLD RECHARGE The Status window lor eapital ships packs 
MAXIMUM SHIELD STRENGTH a lot of information, You can seroll down to 
+ TRACTOR BEAM POWER see ratings for the ship’ maneuverability, 

© SUBLIGHT ENGINE detection (how well it detects enemy missions), 
WEAPON RECHARGE and uts bombardment modifier (which 














Fleet to which ship ts Capital Ship Status 
curently assigned 


fighters and oops rents 0 
Gartack Light Someone 


vanurors Cuiser 1 


Fighters and troop 
currently embarked sirects 0 





Any personne! on boar! — Sa oa View Encyclopedia 
Whether ship Is i abt entry Fortis ship, 


damaged SAR 


Close Status window. 


Capital Ship Status 


hp Danae 
The fist number Is 000.1098 


the current value: the : 
second is the = 


maximum possible 
for this ship. Carrack Light 





FIG. 362. STATUS FOR A DAMAGED CAPITAL SHIP 


FIG cHAPTER 2 / THE swiP's meNU AND staTUS, 














shows how much «amage it inflicts during 
a bombardment}, The 
shows weapons arc ratings for each weapon 





rus window also 





type—turbo laser, ion cannon, cnd laser 
and lor each possible weapon 
forward, aft, starboard, and port 
Fighter squadrons are made up of 12 
fighters. A “damaged” Fighter icon actually 
indicates lost starfighters, Right-click on 


cannon 
station 

















damaged fighter and select Status to see the 
number of fighters it has remaining, 
To free up maintenance capacity, scrap 





ships as you would other units. Like 
the game lets you rename capital ships (the 
default names are made up of the ship type 
followed by a number). 


DAMAGED sHiPs 
A ship may become damaged either in direct 








SHIPAMAGE = SHIP NAMI 








Alliance Ships: 


Alliance Dreacnaught 
Alliance Bscor Carrier 
Assault Frigate 
Aswing 

Bulk Cruiser 

Bulk Transport 


Bulwark Battlecruiser 





FIGHTERS 
He Can Cany 


use of plan 
etary batteries firing from a 
systems surface, Damaged 
ships are indicated by burn 
marks, as shown here 
(Fig, 3.63). A damaged 








FG. 3.63 


ship will always try to repair itself. To speed 
repairs, station the ship :n orbit around a 
system with an orbital shipyard, Ships do 
not get repaired while in hyperspace 


CAPITAL SHIPS AND 
STARFIGHTERS 

The following 1s a list with descriptions of 
Wars Rebellion’s capital ships and 
fighters. Note that you can’t build all these 
ships at the beginning of a game, Ship 
Design Research missions help you learn 
how to build better ships 
















TROOPS: 
TeCan:Carcy: 


NOTES 
About ihe Ship 





1 2 Slow and heavy 

6 0 

0 0 Key Alliance 
warship 

a 0 Fighter 

0 ° Mainstay ship of 
Alliance fleets 

0 6 

10 4 Ideal for large 


scale operations 


Damacen sms; ciiariees Lf 

















SHIP-NAME 


Alliance Ships: 


Bewing 


CE=7TOO Enigate 


CC-9600 Frigate 


Corellian Corvette 


Corellian Gunship 
Dadi less Crasiser 
Liberator Cruiser 
Medium ‘Transport 


Mon Calamani Cruiser 


Nebulon-B Frigate 


X-wing 


Yaving 


STTERS: 
it Can Carty 


0 


0 


0 


0 


TROOPS: 
4 Can Gattty 


° 


0 


a 


0 


rt 





NOLS: 


About the 5 


Fighter 


Carries gravity 
swell generators, 
which prevent 
‘opposing ships 
from, withdraw: 
ing from a bate 


Mid-sized capital 
ship 


Fast and deadly 


One of the most 
advanced warships 


Reliable in battle 
but difficult wo 
repair 


Effective against 
fighters 


Fighter 


Fighter 























‘SHIP NAMI NOTES. 
Wat About the 
Empire Ships: 
Assault Transport 0 1 
Powe | ‘Catrack Light Cruiser 0 0 ‘Very fast | 
Death Star 24 18 ‘See section on 
Death Star later | 
aa Galleon 0 2 No guns | 
OMY perial Dreadnaught 1 2 Slow and heavy 
Imperial Bscor Carrier 6 0 
weX Imperial Il Star Destroyer 6 3 
REMY tinperial Star Destroyer 6 5 
a Injerdictor Craiser ) 0 
teat | ‘AE Bomber NIA NAA Fighter 
ee TIE Defender N/A N/A Fighter 
Ea ‘TIE Fighter NAA N/A Fighter 
GES TIE Intercepter N/A N/A Fighter 
PM Lancer Frigate 0 0. Designed 16 
withstand Rebel 
fighters 
A Ser Galleon 0 3 
| 














SUTPIMAGE. 


SHIP NAME 








Empire Ships: 


Strike Cruiser 





Super Stay Destroyer 
Victory Star Destroyer 


VictinyeTl Star Destroyer 


REARRANGING FLEETS 








Putting together eflective fleets 1s an important 
part of Star Wars Rebellion’s gameplay. U 
you'te building a fleet to take over neutral 


hat can bom 





systems, you'll melude ship: 
bard any planetary defenses, and enough 
troops to establish a garrison; neutral 
systems don't have defensive fleets or troops, 
so you won't need fighters or extra ollensive 
troops. On the other hand, if you're going 
alter one of your opponent’ systems, you 
would need a more heavily-armed fleet 

An open Flect display is good both for 
inspecting fleet 











andl rearranging their con 





tents, To move ships or troops from one 
he item to 
thew new destinations. Double 


fleet to another, simply drag 








click on the 
you 
move all the ships out of a fleet, the fleet is 
automatically disbanded 
Right aship w bring up its 

menu, ‘To create a new fleet with the select- 
ed ship as ils only member, select Create 
Fleet. To create a larger fleet, select multiple 


destination fleet to see the updates, 














20 charices 





FIGHTERS. 


TROOPS. 
en nertiyy 


NOTES: 


an Carry About the Ship 





1 0 Tasy to mass 
produce 
ies 9 x 
2 2 
2 0 





ships by holding down the CTRL key while 
clicking and then right-click on one of the 
selected ships and select Create Plect 


TRANSPORT SHIPS 

Ships that can transport troops are useful 

in offensive Meets. Troops can engage any 

enemy troops that may be on the system, 

and establish a garrison to hold the system 
on your side, 














anspott ships can also carry troops to 
establish garmisons on unpopulated systems. 
To do this, move the fleet in orbit about the 
system, When i arrives, open the Troop tab 
of the Fleet window, select the troops, then 
move them onto the system either by drag: 
ging them or issuing 4 right-click menu Move 
command. The troops will establish the gar- 
rison and the system rtame will immediately 
change to your color, indicating you can 
beyin buildmg facilities there: Uninhabited 
systems do not have a garrison requirement 
as such, but you need to have at least one 
trooper regiment on them to control them 




















Although you cannot send fleet 
Reconnaissance missions per se, a fleet can 
explore an unexplored system, When you 
move a fleet o such a system, when the 
fleet arrives you learn the same information 
about the system that you de from a Recon 
mission. You will see whether itis populated, 
if so, who controls the systern and what ws 
loyalties are. In fact, you learn all of the 
information about the system except any 
characters or SpecForees that may be present 
and information concerning current 
manulacturing 

The advantage to learnin 
this wa 
transport you can immectiately claim the 
planet. Also, unlike Recon missions, the 
fleet won't turn around and core baek after 
it reaches a system, Ic will stay there until you 
move il, perhaps to the next unexplored 
system in that sector. The disadvantage is 
that if it turns out the system as controlled 











about systems 








ns a troop 





is that if your Meet con 


by your opponent, your litle transport fleet 
may suldenly line itself engaged by a possi- 
bly stronger fleet 


You can station personnel 
on a fleet, so one strategy 
for exploration might be to 
base a Longprobe or Imperial 
probe droid on a fleet, move 
the entire fleet out to an 
unexplored Rim sector, and 

| then send the SpecForce 
unit on Recon missions 

| from there. 





COMMAND PERSONNEL 
AND SPECIAL FORCES 
Fleets and ships perform better when they 
are commanded by competent characters, 
To move a character onto a Meet, right-click 
on the character, and select the rank from 
the Command menu, Admirals improve the 
fleets overall performance 1 battle, Comman- 
devs enhance the ellectiveness of fighters in 





the tactical game, Generals improve the abil 
ities of troops to take con.rol of a system 
through planetary assault 


FLEET COMMANDS 
Issue commands to lleets by right-clicking, 
on the Fleet icon, This brings up the Fleet 
menu (Pig. 3.64). 

the menu includes: 


T Weve: 

Cunlemell Move 
Dianntary frombardment 
‘atanetary Avnault 
Remaene 

Encyetngedia 

Statue 


a 


FG. 3.64 FLEET MENU. 





+ MOVE: Moves a fleet to a dillerent 
nation. When you seleet this option, the 
cursor cb 


5 to targeting cross hairs. 





Click on che destmation system or press 
the ESC key 10 cancel, The Meet imme: 
diately goes into hyperspace to reach its 
destination 

NOTE: Any time a fleet, or a ship within 
a fleet, is in hyperspace, it cannot 
receive orders, Fleets in hyperspace emit 
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blue engine glow in their icons in the serious damage. (Exception: The planet 
Fleet window (Fig. 3.65). based ion cannon, XD¥-150, does no 
Ifyou move a ship onto a fle ph 
ferent sector, that ship wall i attackis 
be considered a member ¢ able to bombard the system durmg 





ical damage. It robs energy from an 






g vessel, preventing 1 from being, 





will still be in hyperspace for several the attack 

days until it arrives. (fa system has oe or more planetary 
shields, the attacking ships must first 
blast through the shield(s). Each ships 
Bombardment Modifier (shown in the 


ship’ status) is combined and pitted 
ainst the shield’s defensive strength. 
nbardment firepower that gets 


past the shield is used against troops 








and facilities on the ground. After bom- 


bardment, a window will display the 





bomabrdment effects, The following 
tions appear under the Planetar 
Bombardment sub-menu. 


arget Military Facilities: Lise your 








ships’ firepower to destroy delensive 
shields and batteries. Bombardment is not 
FIG, 3.65. SHIPS AND FLEETS IN 1YPERSPACE 100 percent accurate—targeting military 
EMIT BLUE STREAMS, facilities may cause collateral damage 
+ Target Civilian Facilities: Use your 
+ CONFIRMED MOVE: This is another ships firepower to destroy non-military 












way to move a fleet. This uption brings facilities such truction yards and 
up a window that tells you the transit relineries. Destroyiag civilian facilities 
time (in days) it will take for the (leet 10 hurts loyalty 

reach its destination. To cenfitm th * General Bombardment: Use your 
move, click the checkmark. To cancel, ips’ firepower to indiscrminately 
click the X button, attack the planet surface 


> PLANETARY BOMBARDMENT: The * Destroy System This option is only 
Planetary Bombardment siub-n ble if you are the Empire and have 
becomes available when your fleet 1s im the Death Star in your feet 
orbit around an enemy or neutral + PLANETARY ASSAULT: Click here 
system. If you bombard a system that the troops on your fleet will land on the 
they will fire at ystem, engage any ground d 
your ships in orbit, possibly causir and attempt 10 establish a garrison. If 





1 avail 









has defensive batter 





se OOPS, 
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successful, your side controls the system. 
An: a fleet at 
system by planetary assault, the Ass; 





take over a 











Summary window comes up (Fig, 3.66 
NOTE: This window also is available as 
a message when your opponent assaults 
eof your systems, 

This screen gives a general description 
of the assault, If you want to see in 
detail how each side fared in the assault 
conlroniation, click on the Imperial 
Forces or Alliance Fore 








button, Th: 















brings up a damag, aty (Fig, 3 
The tabs show how much damage 
your (or your opponent’) side took dur 


ing the assault, In Fig. 3.67, you cin see 
which troopers are sull operational ancl 
which were destrayed. The other tabs 
summarize damage for capital ships, 




















fighters, manufacturing and defensive 
facilities, and personnel, 
Planetary shields can protect a system 








(rom planetary 3 bombardment 
If you are in orbit above 


neutral system, have troops in y 





nen 





ar fleet 


Assaulted system 


Description and 
curcome of assault 





4 RENAME: Chan; 


+ ENCYCLOPEDIA: Brings up the entr 





FIG. 3.67 ASSAULT WINDOW DAMAGE SUMMARY 


and this option is grayed out, it mear 
at © defend 
ing the system. You need! to destroy the 
shields—through bombardment or 
sabotage—before you 
@ the name of the Me 
The default names of Fleet 1, Fleet 2 
etc, are not very meaningful. Try new 
names such as Transport Duty 1 or 
Coruscant Attack Fleet 





t two planetary shields 





can assault 








for the fl 





— Close window 


— Imperial Forces 


Alliance Forces 





Bea — Go to systern 


HIG, 3.66 ASSAULT SUMMARY WINDOW 
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WHEN FLEETS MEET 
Whenever your fleet meets ancther fleet in 
orbit about a system, the two Feets engage 
in battle, Ship-to-ship engagements are 
covered in detall in Chapter + 


PLANETARY BLOCKADES 
Any time a fleet is in orbit above an enemy ot 
rneutral system, that fleet automatically sets 
up a blockade, & system under blockade has 
difficulty moving units on or off the system. 
‘Troops attempting to move may be killed; 
pel the blockade may 
be injured, killed, or captured. However, ion 
cannons on a system allow units to move 
through the blockade 








jonnel trying, to cros 





THE DEATH STAR 
Ifyou are playing the side of the Galactic 
Empne, one of the ship types available to you 
is the dreaded Death Star. The Death Star 
takes immense resources and a long time 10 
deploy, Cleatly this isn't a project to be under 
taken lightly or early in the game, Although 
the Death Star is most notorious for its ability 
to destroy a planet, with ils immense carrying 
capacity ancl firepower it may be more useful 
strategically to strengthen your offensive fleet 
and bombard planets in prepacation for a 
planetary assault, Alter all, a system destroyed 
is a system unavailable for conquest 

The Death Star works best as a threat 
Merely haying tt available increases the effec 
tiveness of garrisons in preventing uprisings. 
However, when you use it to destroy a star 
system, your popular support elecreases a 
sareat deal across the galaxy, Save Uhis as a 
last resort for dealing with heavily-celended 
Alliance strongholds, 
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i'you are playing the Rebel Alliance, there 
3s no way to protect a system from a Death 
Star attack, You ean attempt to destroy the 
Death Star with a Death Star Sabotage mis- 
sion. Alternately, in tactical battles fighters 
can make @ "Death Star run” to ry to blow 
up the mighty weapon 

Ifyou are playing the Empire, the ony 
way lo protect a Death Star from attack by 
Alliance ships and lighters is to burld Death 
Star shields on the system where the Death 
Star is located. The only way for the 
Alliance o destroy the Death Star protected 
by a Death Star shield is with a Death Star 
Sabotage mission. 











WAYS TO LOCATE FLEETS 
Aside [rom the Fleet icons in the Sector win- 
dove, the 
to use the Galactic Information Display: Click 
on the Galactic Information Display control 
and select the Fleets sub-n 
on Idle Fleets or Fleets En Route, Now the 
size of the star icon shows how many fh 
are stationed on or en -oute to each systete 
The other way to locate fleets 15 to use the 
Fleet Finder (Fig, 3.68 and 3,69), Single- 
click on the Fleet Finder control to bring 
up the Fleet Finder dialog hox (Fig, 3.70) 
Enter the name of the Mleet to locate il, ot 
scroll clown the list and select a fleet, Tabs let 
you search through a list of all leets, Alliance 
fleets, of Imperial fleets, fo open up the Fleet 
‘winclow for the selected Hleet, click on the 
Display button, or double- click on the fleet 
Use this same windaw to search for a 
specific ship, Click on the Ship Finder byut- 
ton to bring up the Sh:p Finder control 
(Pig. 3.723, which works the same as the 


© are two ways to locate fleets. One is 





jenu, then click 








Ls 























Fleet Finder control. Click on the Fleet using, garrisons, fighte 





. planetary barteries 

















Finder button to switch back, Click on the and shields, doubling your fleets as delensive 
| Close button if you dont want to bring up front linesmen, anticipating attacks, and pro: 
| a window for a specitie ship or fleet tecting key systems and sectors. 
| Access your defensive 
| Defense assets via the System Delen 

your sphere of influence grows, ity impor- ses window by doubh 
} tant not to leave systems controlied by your clicking on the Defense 
| side underdefended. This section discusses all igon shown in the lower jg, 3.71 a sysem IN 
| aspects of defense m Star Wars Rebellion let of Fi. 3.71 I SECTOR WINDOW 


——— Fleet Finder 





| FIG 3.68 FLEET FINDER FOR THE EMPIRE 


| ——— Reet Finder 





Close Reet Finder 


|. Etier Meet name to go — 


‘recy t0 that Meet 


Open Fleet window 
arid Sector window 
{or selected leet 


View lst ofall Meets, 


View lst of 


Aance Meets Switch to Ship Finder 


View list of — 


| 
| 

| 

| 

| 

| 


Reet Rider how 
Ship Finder 





HIG. 3.70 FLEET FINDER WINDOW 
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Fig. 3.73 shows the System Defenses squaclrons on the system, Use planetary 








window. batteries to fire at enenty ships, shields to 
You can delend a system at several differ- protect your planets from bombardment, 

ent levels. You can prevent an opposing and troops to prevent essault. Missions offer 

fleet from initiating a blockade with strong your opponent an alternative way to attack 





defense fleets (if you have ther) or fighter through sabota 





ge, 40 its also a good policy 


Ship Finder 


Close Ship Finder 
. window. 


en) 
esr Sips 


Switeh back to 
Fleet Finder 


overas Ste Beater | 





HIG, 3.72. SHIP FINDER WINDOW 












Restore Sector window — 
for this system's sector 


Personne! tab shows char- 
‘actors and Special Forces 


ores ue Trooper Regent 


‘arisan Requirement’ 0 


‘Troops tab shows trooper —— . AWN 
iments on the system ~ 
‘as well as gatrison 
requirements I any. 


Fighter tab shows fighters — 
stationed onthe system 


Planetary Shield tab — 
shows planetary shields 
protecting the system, 
Planetary Battery tab 
shows planetary batteries 
‘protecting the system. 


FIG. 3.73 A TYPICAL SYSTEM DEFENSES WINDOW 


126 charteR as DEFENSE 

















to have capital ships, fighter squadrons, 
and trooper regiments in the system (prefer 
ably commanded by characters) to foil 
enemy missions. 

In the game, attack strength is measured 
by firepower. Defensive game ecmponents 
are measured by how well they can with- 
stand attack, The Eneyclopedia entry for 
each component gives its defensive rating, 
Different components protect against diflerent 
types of attacks, For example, sa 
troops on the system can do little against 
orbital bombardment except duck and run 
for cover 

A planetary bombardment ea damage 
facilines, Fach facility has its own delense 
strength. A construction yard, for example 
has a bombardment defer 





rrisoned 





value of 3 





GARRISONS 

A garrison is an established military 
presence on a system, It is made up of the 
troap of troops stationed on the system sur 
face, Typical troops you would use at the 
beginning of the game for garrisons are Army 
Regiment and Fleet Regiment (A ance 

and Army Regiment and Stonminaper 
Regiment (Empire? 

Your oppo may try to take over a 
system by staging a planetary assault. If 30, 
the troops im your garrison will engage 
those troops to fight them off. Factors in 
deciding the outcome of such engagements 








include the number of trooper regiments on 
each side, the leaclership rating 
al in command, and the relative strengths 
and defenses ol the troops. (Stormiroopers, 
for example, are stronger than Alliance 
Army Regiments.) 


of the gemer- 











Study the attack and 
defense ratings for your 
trooper regiments and 
you'll likely find each troop 
type has a “best role.” 


Ifa system you control does not strongly 
support your side, it may have certain garvi 
son rejuiremments, This is the minimum 
number of troops you need on that system 
to prevent an uprising, If you have trooper 





number required, the system will go into 











uprising, While a system is in uprising, its 
garrison requirement doubles. If the system 
requires trooper regiments and you don't 
provide any, you will lose control of the system, 
In Pig, 3.74, Endor has a garrison 
requirement ol two, which is being met by 


hwo Alliance Army Ri 








FG. 3.74 SYSTEM WITH GARRISON REQUIREMENTS 
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NOTE; Removing troops from a system that 
is not strongly loyal to your side can send 
that system into uprising or push it into 
neutrality 


THE MANAGE 
GARRISONS OPTION 
Your agent droid (C-3PO or IM?-22) will 


isons for you 





be happy 10 manage your gi 
Right-click on the droid to bring up its menus 
and select Manage Garrisons, ‘he agent will 
hhuild troops to systems in uprising first, Then 
regiment on each 
system you control. More regiments will be 
ackled ifnecessary to maintain control. Your 
agent will try to provide a stron: 
systems that have manufacturing facilities 
The gatrison manager wall not remove excess 
iroops from 8 system 
NOTE: The garrison manager meets 
requirements by building troops, not by 
moving existing ones 





it will place at least on 








defen 





on 


BUILDING TROOPS 
Jraining lacilines | 





Id troops the same way 
construction yards build facilities, Open the 
Manufacturing and Production window of a 
system with a Lratning yard and right-click on 
the Troops in Training section (Fig, 3.75) 

The Build Selection window (Fig. 3.76) 

omes up, Note some of the units available 
to build are Special Pores, not Loops, 

The Build Selection menu lor Training 
Lacilities is the same as the one lor construc 
tion yards and orbital shipyards. In addition 
to the Build command, the menu has these 











options: 
+ STOP: Stop training of current trooper 
regiment 
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a 








DESTINATION: Set the destination lor 
the trooper regiment being trained. 

# ENCYCLOPEDIA: Bring up Troops only 
if something is being built; brings up 
planet entry when idle 





Right-click in 
this section 
to bring UP 
the Troops 
in Training 


FIG, 3:75 BUILD TROOPS ON A SYSTEM. 
‘WITH A TRAINING FACILITY, 


eet Tone Ta Depo 


Nuniber to build tf 


D4 


FIG, 3.76 BUILD SELECTION WINDOW 
FOR TROOPS AND SPECIAL FORCES 

















(ow status of current troop 
raining project, if'any. This tells when 
the project will be completed. 

+ RESERVED: Prevent your agent from using 
that training facility for its automated 
Manage Garrison function. It may, how- 
ever, still use that training facility when you 
select Build Troops from the Agent menu, 
There is another way to build Troops, 

Right-click on your agent and select Build 

Troops from its menu (Fig. 3.77). When the 

cursor changes to targeting cross hair 

a destination system. I there is an idle train: 

ing lacility available, the Build Selection menu 

comes up. Select the trooper regiment to 
build, and your agent will instruct the near 
est available training facility to build the unit 














hip 


Build Facilitie 
Galaxy Over 
Object 
danage | 


Ma 


age Production 


~ Translate Counterpart 





IG, 3.77 YOU CAN USE YOUR AGENT 
TO ISSUE A BLILD ORDER 

TROOP TYPES. 

The chart on the following, page shows all 

the trooper regiment types in the game, 

along with their offensive and defensive rat 





ings, These numbers give you an idea of the 
relative strengths of these units, ‘Troops with 
higher ratings tend to take longer to build and 
cost more to maintain. Not all will be avail- 
able to you until R&D develops that troop. 


FLEETS AND FIGHTERS 
Your ships are also an important part of your 
defensive arsenal, A fleet orbiting a friendly 
system can intercept andl engage a hostile 
enemy fleet. Pighters in a system that ave 
not a part of « fleet are considered to be in 
hangars on the ground rather than in orbit 
However, these lighter squadrons help your 
defenses because they ean eng 
fleet when it enters your system, Fighters ancl 
troops can also defend your system by detect- 
ing enemy agents and foiling their missions, 





ige an enemy 


COMMAND PERSONNEL 
some of your characters can hold @ command 


rank, Admirals lead fleets, Commanders are 





in charge of fighter squadrons, Generals are 
an charge of trooper regiments, Put a charac 
ter in command of a land-based trooper 
regiment or lighter group by moving the 
character onto the system, right-clicking on 
lecting Command and 





the character, and se 
then the rank. 
Having a character with a command rank 
enhances the performance of the trooper 
regiment or fighter group. The higher the 
characters leadership rating, the greater the 
enhancement, Additionally, a commanding 
Character with a high espionage nating on a 
system significantly enhances your ability 
to detect and foil enemy missions at tha 
system. A commanding character with a 
high combat rating will increase your ability 
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Imperial Army Regiment 
" rs 


‘Attack Strength::3 
Bombardment Delense: 5 
Defense: Strength: 5 


ee Regiment 





Attack Strength: 6 
Bombardment Defense: 6 
Delense Strength: 6 


Dark Trooper Regiment 





‘Attack Strength: & 
Bombardment Defense: 6 
Defense Strength: 8 


Imperial Fleet Regiment 





‘Attack Strength: 5 
Bombardment Defense: 2 
Defense Strength: 3 


30 cHarmek 3s tRooP Hires 


‘Alliance Army Regiment 





‘Acrack Strength: 3 
Bombardment Defense::5. 
Defense: Suengeh::5: 


Alliance Fleet Regiment 





Attack Strength; 6 
Bombardment Defense: 5 


Defense Strength: 3 











Mon Calamari Regitnent 


Atcick Strength2 
Bombardment Defense: 9 
Delense Strengtle 8 


Sullustan Regiment 


Attack Strength: 1 
Bombardment Defense: 2 
Defense Strength: + 














eaiments 


Attack Strength: 8 
Bombardment Defense: 2 
Defense Strength: 2 


to capture characters on enemy "missions at 
that system, if you have first detected! them 


DEFENSIVE FACILITIES 
Systems with a construction yard ean Pull 
defensive facilities on systems controlled by 
your side, hese facilities are eithar shields or 
batteries. Planetary shields generate a protec 
tive shield around the system, helping, protect 
it from planetary assault, A battery can actu 
ally fire directly at an enemy Meet in orbit if 
that fleet initiates a planetary bombardment 
of at trooper regiments if they atzempt to. 











initiate an assault, The following two sections 
cover the delensive facilities in datail 
Planetary Shields 
Shields help guard against planetary assault 
and hombardment, If a system has two 
shields, your opponent will be wable 10 
perform a planetary assault on (he system 
Don't rest coo securely, however; a cleter- 
mined opponent may try to knock out a 
shield with an orhital bombardiment or a 
sabotage mission 

The chart on the nest page shows the 
types of planetary shields and their relative 









‘Auack Suiengthi 8 
Bombardment Delense: 4 
Defense Stretygthi 4 


defensive values. Shields have two defensive 
walues. The shield strengch is the amount of 
bombardment ficepower against which the 
shield will detendl the system, Combined 
firepower over this amount will get through 
Bombardment defense is the amount of fire 
power it takes to knock out the shield itself 
GenCore Level | shielcs are available to be 
manufactured by both sides at the start of 
the game. As the game progresses, Research 
and Development may allow the manufac 
turing of the more elficient GenCore Level I 
The GenCore facilities are available o both 
the Empite and the Alhanee. The Death Star 
shield may only be used by the Empire 
Planetary Batteries 
There are two classes of planetary batteries 
which fire on enemy ships in orbit, A sum 
mary of the defensive planetary batteries 
and the relative strengths is in the chart on 
the next page, These LNB Series hatteries 
fire turbolasers to damage or destroy enemy 
ships, or fire on trooper regiments that are 
making an assault. The LNR Series 1 is 
available at the beginnmg of the game. The 
LNR Series 1] becomes available as the game 

















ea: 











GenGore Level E 





Bombardment Defense: 2 
Shield Strength: 40 
GenCore Levelt shields 
an be manufactured by 
either side at the start of | <a 
the game, R&D efforts: 





progresses, through Research and Develop 
ment efforts 

The second class of planetary battery is 
the KDY v-150, an ion cannon, Rather than 
directly damaging enemy ships, this facility 
drains energy from the attacking ship, rend 
ing its shields operative and preventing it 
from firing its weapons. An ion cannon will 
prevent a blockading fleet {rom detectin 
missions, injuring characters, or de: 














SpecForces that pass through the fleet above 





re upon 
assault 


the ion cannon. Ion cannons al 
trooper regiments that are making 





THE TROOP FINDER 
Use the Troop Finder to locate your troops. 
now your 





cor just to get a quick overview of 
troops are distributed. The Treop Finder con- 
trol is one of the butions beneath the Galactic 
Information Display (Fig. 3.78 and 3.79). 
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GenCore Level 
on 


Bombardment Defense: 3 
Shield Strength: 80 

The GenCore Il, a:more: 
resilient'shield, becomes 
able via your sides 


‘Death Star Shield 


(Empire only) 
Bombardinent: Defense: 1 
This isa foolproof defense 
against'a Death Star being 
attacked by fighters 


The Troop Finder screen is shown in 
enter the name 
ted in, or scroll 


Fig, 3.80. From this screen 
you're int 

own the hst and select a system or fleet to 
search fo! you search through 
a list of Alliance troops or Imperial troops, To 
‘open up the System window for the selected 
system or lleet, click on the Display button, 
on the system name, fleet 





of the syst 








oops. Tabs | 








or double-< 
umber under a Troop icon 
fhe Close button if you dont want 


name, oF 
lick on 
to bring up a window for a specific troop. 





GALACTIC INFORMATION 
DISPLAY DEFENSE MENU 
The Galactic Information Display cart help 
you locate your delenses. Fig.3.81 shows 
the Defense sub-menu. 

When you select one of these options, 
the Galactic Information Display will 












Sega yet 





Bombardment Detense: 4 


is available at the begin- 
ing of the game 


AG. 


Fi. 


display large stars to indicate the Lo 
of your Planetary Batteries, Plane 








LNR SERIES 11 


Bombardment Defense: 3 
Attack Strength: 800 ‘Attack Strength: 5000 Attack Strength; 2000 
This battery has turbo- ais miore advanced bate 
lasers, which can directly has-turbolasers and is avai 

| [idarnage enemy ships-tt cable only afier RAW elfonis: and weapons energy 





Generators, Fighter Squadrons, Trnopers. 


Bombardment Defense: 5 





This ion cannon reduces 
the enemy ships’ shields 





Having an ion cannon on 
asystem makes it easier 
for troops, characters and 
SpecForees to escape under 
blockade ar-bombardment. 









3.78 IMPERIAL TROOP FINDER 


y, Troop finder 





3.79. ALLIANCE TROOP FINDER 


or Death Star Shields, The larg 
the higher the concentration of delenses on 
mn. 





the star, 





: 

















‘Tab lists only —} 


Imperial troops. | (nun 


Tab lists only —| 
Alllance troops. 


leans show each 
(ype of troop, 


GG shows the number 
‘ofeach type of troop 
fon each system oF Reet. 
Double click on a 
number or the system 
(or eet name to 0 to 
chat system oF flee. 


AG. 


% Pranetary 


= Ptonctary 


Shield Generators 
P-Pightor Squar Bnesouree 
Baanutscturn 


Display OF 





FIG. 3.81 GALACTIC INFORMATION DISPLAY 
DEFENSE SUB-MEN.I 


ANALYZING INTELLIGENCE 
INFORMATION 
Another part of your delensive si 


should be to anticipate and p 





Lexy 








pare for 5 





cilic attacks, Use intelligence gathered from 
‘your espionage agents to identify key enem 
fleet headquaners, Your agen.s will report 

to you when they [oil an enemy mis: 





on 
Note whether your opponent is tryi 
nig—key 


defensive systems. This coulé indicate an 





sabotage —or succeeds in sabotay! 





immin 





attack. Uf yo ing the side 
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Type a system or flee: name to go 
directly to ehat system or Reet In the tis. 


‘ose Troop 


window. 


Locator Button: 
Close this winclow 
and open up System 
Defenses window 

ff Fleet winclow as 
‘sppropriate. 





3.80 TROOP FINDER WINDOW FOR CHARACTERS, 


of the 


ble at the st 


Alhance, Yavin particularly vulnera 





of the game since it contains 


key personnel, 1s not necessarily well 


defended, and the Empire knows you've 


een using i as a base, Consider moving 





your charac 





to a safer system early on. 





MOVING ALLIANCE 
HEADQUARTERS 
Alliance headquarters begins each game at 


a randomily located system on the Galactic 





Rim. If you are playing the part of the 


1, the headquazters are shown on 





the Galactic Infor 





ation Display with white 
zhlights around the system. The headquar 
visible on the Sector window 
playing the part of the 
Empire, the location of Rebel headquarters 
is unknown at the stert of the game. 

Iis critical that Alliance headquarters be 
well-defended. When the Empire finds the 
HQ, it ainly stage an attack, 
Pay attention to reports from your agents of 











alm 























enemy Espionage and Sabotage missions on 
Alliance HQ, If itis the target of repeated 
missions, the Empire has likely discovered 
its location. 

Linlike Imperial headquarters at Coruscant 
Alliance headquarters can move, “0 do this, 
drag the HQ icon onto a new system or 
right-click, select Move, then select the des: 
tination (Fig, 3.82). Alternately, you can see 
ow much transit time tt will fake for the 
move before you decide for sure by selecting 
Confirmed Move 








Move kh | 
Confirmed Move 
Encyclopedia 
Sialus 





FIG. 3.82. ALLIANCE HEADQUARTERS CAN 
BBE MOVED IF NECESSARY. 
Obviously, youl want to prepare a well 
defended system to serve as the new HQ 


it 


Bring along some of the 
troops, fighters, and per 
sonnel that were helping 
defend the original HQ 
location to help defend the 
new site. 








With any luck, by the time the imperial 
fleets arrive, you will be long gone 

If you do lose your headquarters, you 
take a tremendous loss of popular support 
actoss the entire galaxy. If you are playing 
the Empire, you might possitly be able to 
regain control of Coruscant, For the Alliance 


player, however, nothing can be done, Once 


the headquarters is lost, its destroyed. 





DEFENDING KEY 
CHARACTERS 

In addition to defending your key sys- 
tems, take care to defend key characters 
Luke Skywalker, Mon Mothma, Darth Vader, 
and Emperor Palpatine are all likely to come 
under enemy attack, since your opponent | 
must capture your twa key characters to 
fulfill the game’ victory conditions. Make 
sure they are based on systems that are well 
defended, and that when they go out on mis 
sions, you send decoys to “lp protect them 





Winning the Game 
Now that you have a solid grounding in 
Star Wars Rebellion, you're ready to play | 
to win, There are numerous strategies you 
can employ to achieve your goals of destroy- 
ing, or capturing your opponent’s headquar- 
ters and capturing its key characters, You 
can expand your control by exploring and 
colonizing the Galactie Rim, or by winning, 
over neutral systems through diplomacy. You 
can strike early at your op2onent, or prepare 
a methodical build-up before making your 
attack, Roam the core sectors with fleets of 
terror, or stage persistent and annoying, 
small strikes, possibly sabotaging your 
‘opponent’ refineries or eenstruction yares 
to keep your opponent scrambling for 
maintenance and manufacturing capability 

‘As your galuctic influence spreads, pay 
attention Lo what your opponent is domg 
and where your relative sirengths and weak 
nesses are, Who controls the most systems? 
Is loyalty for systems you control firmly on 
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your side, or will small fluctuations in sup- 
port cause you W lose systems? When you 
meet your opponent In battle, :lo you tend 
to be evenly matched? 


ON TO vicTORY! 
When you are ready to attemp. to fulfill the 
game’ victory conditions, there are a few 
things you must_ accomplish belore you can 
win, You must do the following 
+ CAPTURING KEY CHARACTERS 

Ir is not enouglr to capture the key 





characters to meet your victory 
conditions, You must capture and hold 
Mon Mothma and Luke Skywalker or 
Emperor Palpatine and Darth Vader 
The. the 
help of a Rescue mission, So keep them 
ma well-defended system, or keep them, 
moving, 

@ CAPTURING CORUSCANT: Again, if 
you are playing the tole of the Alliance 
it is not enough Lo capture Coruscant 
You must capture and hole this strony 
hold until all three conditions are met 

> DESTROYING ALLIANCE HEAD- 
QUARTERS: Taking out this st 
will be no small feat, You have to find 
it first! Furthermore, the Alliance can 
move its headquarters at +s 
naigsance missions to unexplored 





characters may escape with 








onghold 





systems followed by persistent Espionage 


missions may be your hest strategy 
Once you locate Alliance HQ, your first 





ce 10 either destroy the All 
headquarters in a bombardmem, and 
take control of the system with an 
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assault, or destroy the system with a 
Deuth Star. When the Alliance head- 
quarters is destroyed, it is unlike 
Coruscant: Your opponent wor't be able 
to take it back 

+ SATISFYING VICTORY CONDITIONS: 
When you have met all of the victory 
condhtions, you will have won the game 





Checking on Your 
Progress 

Your agent can keep yeu pasted on which 
victory conditions you {and your opponent) 
have [ulfilled, Right-cliek on your agent and 
select the Objectives option (Vig. 3.83). 

The Objectives window comes up (see 
Fig, 3.84), No matter which side you're 
playing, this window shows you the current 
status of all thtee victory conditions for each 
side, Ione of these key characters is 














Build Ship 
Build Troops 
Build Facilities 











ge Garrisons 





Mane 
Manage Production 









anol 


FIG, 383 CHOOSE THE OBECTIVES OPTION 10 CHECK 
(ON WHICH VICTORY CONDITIONS HAVE BEEN MET, 














} captured, for example, the text changes from wists of fate as you gain or lose gre 











Defend Luke or Capture Vader to Luke before one side or the other satisfies the vic- 
; Captured or Vader Captured tory conditions, But no matter which strate 
Galactic domination doesn't come easy: It gy you choose, you're in for a fun and 
; may take hours of gameplay, with exciting exciting ride! 


iN 
Status of victory 
‘conditions [or 
Empire 
| Status of victory 
7 condlidons for 
Alliance fs — Close window. 


FIG. 3.84. OBJECTIVES SCREEN (IN THIS GAME, NO VICTORY 
CONDITIONS HAVE BEEN MET SO FAR. 











coca on rour moces sons 























hapter 2s mini-missions recommended 

you skip over Star Wars Rebellion’s 
tactical mode when threatened by the 
opponent’ leet, It is convenient to have the 
option of simulating battle results. However, 
Star Wars Rebellion’s hands-on tactical 
display is one of the most exciting and chal- 
lenging aspects of the game 

Ships have different capabilities for 

olfense, defense, speed, and maneuverabili- 
ty, Some ships have tractor beams to hold 
an enemy ship in place during attacks 
Others can generate gravity wells, which 





prevent opposing ships from withdrawing 
from battle, As you experiment with the 
tical game, youll be able to see up close 
how your ships perform, Mastering tactical 
mode will help you build better Mleets. 
NOTE: The Encyclopedia entry for each 
ship (ells its relative defensive and offensive 
capabilities. The Encyclopedia also details 
cach ship’s particular features. such as how 
its speed compares to other ships. 











Int 
the capit 
your fleets. You arra 





tical mode, you take command of 
ships and fighter squadrons in 

ge your ships into task 
forces and send them on specific missions 
in whichever attack formations you choose 
You observe the battle in three dimensions, 
oming in on interesting skirmishes or 
swinging your “camera” around to make 
you see all the action, At any time you 
can pause the action to reassess the battle. 








sure 





Weapons Systems 
Learning about the weapons systems with 
which your ships are equipped before you 
enter tactical mode will help you under- 
stand whats going on i.a battle, There are 
three types of weapons systems, 

+ TURBOLASER GUNS: On some capital 
ships these work particularly well against 
other capital ships. 

+ ION CANNONS: These work well against 
capital ships’ shields, and also disable capital 
ship systems such as engines and gun recharge 











ee 





+ LASER CANNONS: These weapons 
work well against lighters 

Not all ships have all kinds of weapons, 
The Encyclopedia entry and Status Window 
for each ship gives the details on which 
weapons each ship has and gives a number 
indicating, how strony the weapon is, Use 
these numbers to gauge the relative strengths 
of your ships. Note the Eneyclopedia entry 
specilies where on the ship its weapons are 
board, or port, During, 
battle, each ship will automatically maneu 





mounted: fire, all, sta 


ver to position itself based on the positior 


of its weapons or best weapon placement 


Entering Tactical Mode 
You can engage the tactical mode any time 
your fleet meets an opponent’ fleet. This 
happens either when an enemy fleet comes 
into orbit around one of your systems where 
fleets or fighter squadrons are stationed, or 
when your fleet goes into orbit around an 
opponent's system that has a fleet or fighter 
squadron groups, Opposing Meets can also 


meet in orbit above a neutral system. 


Battle identiieation — 


Deseription 
‘of situation 


Simulate Results: 
Click here for computer 
to simulate batle and 
report on outcome, 


Retreat: Withdraw —| 
Immediately to nearest 


hrienclly system, 


FIG, 4.1. BATTLE ALERT WINDOW 


When two opposing fleets meet, you are 
immediately notified via the Battle Alert win 
dow (Hig. 4.1), Note that this window byt 
the droid messaging system, since fleet engage- 
ments must be dealt with immediately 


il 


To familiarize yourself with 
the controls In the following, 
section, it is recommenced 
that you read along while 
playing a tactical game, Run 
Star Wars Rebellion start a 
new game, and immediately 
gather some of your fleets 














together, Send the fleets to 





enemy-occupied systems 
until you engage your oppo. 
nent. A quick way to pick a 
fight is to start the game as 
the Alliance and then move 
a fleet to Coruscant, which 
usually begins the game 








well-defended. 


Battle surnary 
this screen} 


Alliance Forces 


Imperial Forces 


System Summary 


Take Command: 
Click here to go to 
the game's cactlcal 
display. Let the 
batile begin! 
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This window gives you the location and 
description of the cont 





ontation, ‘The com: 





mands 10 move into tactical mode, simulate 
the battle results, or retreat immediately are 
at the bottom of this window. However, 
before you select one of these options, you 
should note the Alliance and Imperial 
Forces buttons. Click on each of these in 
tur to analyze the forves involved by 
scrolling through a list of the capital ships, 
fighters, and troops in each fleet (Fig, 4.2) 











Heading shows whether 
ships are assigned! to a 
fleet or on che planet. 


apical ships about to Se ees 
center battle, and their 

assigned fighters, 
luoops and personnel 





The battle begins with the game paused 

Your capital shups are arranged into task forces 
your fighter squadrons are arranged into 

Fighter groups. You can give orders to your 





capital ships individually or by task force. 
You give orders to lighter squadrons via their 
assigned fighter groups. You may inspect and 
give orders to your ships when the game 
s paused; your ord 
however, until the game is resumed. Your 








rs will not take ellect 





ships will take several seconds to respond to 
Return to Bale 


Summary screen, 


— Scroll to see more, 
{Not a good sign!) 


FIG. 4.2. IMPERIAL FORCES SUMMARY 


NOTE: Unless your personnel obtain infor 
mation about your opponent’ fleet while 
on Espionage missions ahead of time, you 
won't know the complement of a given fleet 
until you encounter it 

Alter you've had a chance to size up your 
opponent, click on the Take Command bu 
ton to begin the battle 





The Tactical Display 

The facing page shows how the mai tact 
cal display screen appears at the beginning 
ol a battle (Fig. 4.3 


SPA2 cuarree a; TACHICAL pisetay 


new orders. This command latency can be 





‘duced by assigning a character as your 
Fleet Admiral in the strategic game 

In Star Wars Rebellion’s tactical game, 
you can have as much or as litle control over 
ke, You can tel 
ing it a naviga 
tion point, You can tell « ship what to shoot at 
it a target. You can assign your 
to a ship, 
up, oF task force. You can assign a ship 









et manewy 


specific (go alter this target) or general (go alter 





est target) orders. After you issue 

















Task forces 


Tactical Display: 
Your view of the battle 


Holocube trame helps 
corlent your perspective 


Highlighe Rebel Ships 


Highlight Imperial Ships 


HG. 4.3. TACTICAL DISPLAY 


fleet commands, you watch the battle play out 
on the Tactical Display (Fig, 4,3). The follow 





cover these commands in 


Issuing Commands 
Before you car 





ve commands 1 a ship, | 
force, or fighter group, you must select it 
Select all the s 
on the task lore number at the top lelt of 
the screen (E | the fighter 

in.a fighter group by clicking on the fighter 


ips In a task forve by clicking 








groups color al the top right of the screen. 
grour P rig 


Select a task foree or fighter geoup fom 





this panel. To select an individ 
ship, left-click on that ship, 
NOTE: You cannot give orders to individual 


fighters, only fighter groups 


(encase aaa 
fae testiecs 
Meblighing ter an 
peat 





Click on the next empty space to 
create a new task force made up of 
Selected ships. For example, click 
here fo create task Force three. 





——_— heghter groups 


Controt Panel: 
This is where you give 
your Reet orders ane! 
Set batle options. 

This area’s appearance 
changes depending on 


Pause/Resume Bartle 
Battle Options 


Camera Controls 





When you select a tal 
thar \usk force are highlighted on the Tactical 
Display: Note th: I panel on the 


foree, the ships in 





right of the 
selected units, (This pane! will be described 





in detail below.) Any orders you n give 
will apply to those unit 

You can change which ships are assigned to 
which task fore. To add a ship to an existing 
task force, select the task force, hold down 
the CTRL key and then click on the ship to 
add, To create a new task force, CTRL-select 
the ships to be in the task force, then click on 


the blank space next to the highest number on 





the task force panel at the top of the screen 
A number appears in the blank space; that 
now the number of the new task force, | 





lick on a color 9 
select a fighter group, 
highiighting thar heher 

| group's cotr. 





FIG. 4.4. TASK FORCE PANEL 


moanccommnes cares a 








NAVIGATION POINTS 
Navigation points are positions in space 
represented on the display by co-ored pyra- 
mids (Fig, 4.5). There are four sets of navi- 
gation points. To view them, click on one or 
more of the Navigation Point Set button: 

nn the control panel on the right side of the 
creen. Each bu 


respective navigation set. Y 








1on to} 





Jes the cisplay of its 
ya can have r 





than one navigation set displayed at a time 
The four navigation point sets. 
NOTE: Lefi-click to select things, right-click 
to target things. 

Lo tell a ship of task force where to 


on the destination navigation point. The 





select the ship or task force, then 








| changes color. You may wish to set a path 
To do this, right-click on each point in turn 
while holding down the CTRL key. When 
battle begins, the ship will go to cach pomt 





in the order you selected them. ‘4s the ship 
passes through exch navigation point in its 


path, the color of the point returns t normal 


Navigation points 
are postions in 
space, represented 
‘nthe display by 
colored pyramids. 















Ty remove @ point from the point list 
© CTRL key while clicking on 
that point. To clear all the points, you must 
kon a nay point, then CTRL-click 
the same nav point 

NOTE: If you are holding down the CTRL 
key to set a path, but each time you click on 
4 point only that point is selected, it means 
you haven't selected a ship, task force, or 








hold down u 












fighter group (0 which ta give the order to, 


TARGETS 
Each ship, task force, or fighter group can 


target specific enemy ships. To assign a tar 





first select the ship, task force, or fighter 








>, Next, right-click on the enemy ship 
to target. Currently selected targets are indi 
cated by colored boxes around enemy ships 
NOTE: You can make the currently selected 
capital ship, task force, or fighter group 
attack the nearest enemy ship of the same 
type (fighter or capital siip) by simply 
pressing the SPACEBAR 


Navigation Point Set t: 
Pointe in this set are scartered 
far across the holocube, anc 
aren tall visible unless you 
zoom out yout display, This 
button turns on of ff the 
dlsplay of the points 


— Navigation Potnt Set 2: 

These points are scattered 
broadly but don't extend 
as far as Set 1 


Navigation Point Set 
Pointe are closer in to the 
cente” of the cube 


Navigation Polat Set 4: 
Points are clustered 
very closely together. 


FIG. 4\5. NAVIGATION POINTS 
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You can assign multiple targets to a ship, 
task force, or fighter group by holding down 
the CTRL key as you select the targets, To 
cancel a target, hold down the CTRL key 
and click on the target again. To remove all 
targets, CTRL-click on them or click on one 
and then CTRL-click to remove it, Ships, 
task forces, and fighter groups can have both 
‘selected navigation point list and a selected 
target list. Ships will always complete their 
igation point list before directly attacking, 
their assigned targets. Targets are attacked in 
the order selected 

If you've been lollowing along with this 
section and have set some navigation paths 
and targets for your Hleet, now would be a 
good time w see the battle 








The Battle 

All the time you've been assigning navig, 
poins and targets to your fleet, the bathe has 
been paused. Start the battle now by clicking 
on the Resume Battle button, Your fleet and 
the opponent’ fleet start moving. Note the 
smaller, more maneuverable fighter groups 
represented at the default magnification 
as colored dots—reach their targets fast, 
than the capital ships, (White dots represent 
the enemy, others are colored according to 
group.) Task forces move at the speed of the 
slowest ship in the task force. Ships in a task 
force usually have similar capabilities. (You 
might want to rearrange your task 
faster ships travel together.) Watch your ships 
as they follow the nav points you assigned 
NOTE: Navigation points are displayed 

for your benefit. You cam turn off the 
navigation point display without affecting 
the path assignments 

















forces so 





THE ATTACK 
Once ships have their orders and you have 
released the Pause Battle button, ships begin 
to move. When an enemy target is within 
weapons range, a ship begins firing, You may 
pause the game at any time during the battle 
to give your ships new orders, or you may 
assign orders while the batile is playing 

Star Wars Rebellion’s tactical game has 
animation and pyrotechnics to help you see 
what's going on. Shots are displayed! while 
travelling to their target as red (Alliance) or 
green (Empire) dots. lon bursts are repre- 
sented as blue streaks. Small explosions 
appear on capital ships as the 
‘of the more sophisticated capital ships have 
tractor beams they can extend around an 
ny ship to keep it in range, Tractor beams 
sa blue cloud surrounding a 
«ctor beam makes it difficult for a 
ship to maneuver 

Sound effects are also mmportant in the 
tactical game: you can hear shots being fired, 
ships moving, and explosions, In addition, 
your fleets notily you when key events happen 
Fighter groups sk forces report loss 
when fighters or capital ships are destroyed 
Audio ellects also confirm new orciers. 








y are hit, Some 





















and 






ASSESSING DAMAGE 
How much damage a ship can take depends 
on its shield strength. How much damage a 
ship inflicts deper 
bilities. You can monitor how your ships— 
and your opponents ships—are doing, by 
‘examining the control panel on the right 
side of the screen (Fig. +.6). 

The monitor displays the status of a single 
ship. Use the arrows to scroll through the 








s on its offensive capa- 
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Select previous ship 
In task Force. 


‘Task force assignment 


Critical Systems, —! 


Contents of Ship: 
Personnel or troops, i any 





Curent orders 






Currently selected ship 


Select next ship In task force 


Hull integity 
Shield Strength 


Hyperspace engines 
Engine Sratus 


Tractor Beam Status: Ths type of 
ship doesn't have a tractor beam, 


Weapon Power Generator Status 


Shield Generator Stacus 


FIG. 4.6 MONITOR FOR CURRENTLY SELECTED SHIP -THIS SHIP IS FULLY OPERATIONAL, 





ships ina task force. To select a di 
ship, left-click on it on the Tactical Display 
‘or select a different task force from the par 
a the top of the sereen 
The indicators show how each of the 

ship’ functions are doing. Hull and Shield 
Indicators start out as @ solid b-ue bar, indi- 
cating these components are fully functic 





The Shield Indicator is especially im 








FIG, 4,7 SHIP WITH DAMAGED SHIELD 





since shields protect other systems on the 
ship. When the hull or shield becomes dam: 
aged, the bar begins to tam red (Fig. 4.7) 
When the har is completely red, it means 
ull is destroyed or the shield is not 
protecting the ship at all (Fig. 4.8) 

Pach ship has & shield recharge feature 
During batile you may notice the Shield 
Indicator gets a little red, then restores itself 


the 














FG. 4.8 THIS SHIP 1S BADLY DAMAGED IN’ ALL SYSTEMS. 











to blue. Ifthe ship is under heavy attack, the 
shield damage may occur laster than 1 can 
be recharged. When the bar is completely 
red, your ship is extremely vulnerable 
NOTE: Unlike other ship systen:s, the 
Shield Recharger may be damaged before 
your shields are knocked out 








Once shields are gone, weapons recharge 


mgines ani hyperspace engines 





tractor power 
are all vulnerable, If these systems rake dama 
or go oul, I will be indicated on the moni. 
tor ‘These systems will repair themselves over 
time in the tactical game, but only very 
slowly 


ae 
If the ship is being badly 
damaged, you may choose 
to try to make a strategic 
retreat rather than risk 
losing It altogether 





ancl only one system at a Lime 





OBSERVING THE ACTION 
Battles take place in three dimensions. Star 
Wars Rebellion’s 





ictical game has seve 





Highlights make —! 
Ireasler eo focus 
‘on ships 





features to help you better observe the 
action, All of these options apply whether 
ame is paused. 








or nat the 


HIGHLIGHTS 
You can display green or red wirelrames 
around all the ships aligned to each side by 
pressing the Highlight Alliance Ships or 
Highlight Empire Ships buttons on the 
Control Panel (Fig, 4.9), 


Camera Control: 
The camera wt the bottom of the control panel 
adjusts your view of the action (Fig, 4,10) 
Experiment with the camera controls 
undil you are comlortable with their operation 
This control has several features to help you 
follow the action. You ean center the camera 

















on the currently selected item by clicking on 
the button in the middle This works for 
capital ships, task forees, fighter groups, and 
navigation points, You can remember a cam: 
era position and zoom, then recall them by 





clicking on Memorize, If you haven't remem- 
ered a camera location, the Memorize 
view. The 





button restores the de! 


‘This burton highlights or 
lms green wiretrames 
‘round Empire ships. 


‘his button highlights oF 
ims rec wirehrames 
‘rounel Alliance ships, 


HIG. 4.9. TACTICAL DISPLAY WITH SHIPS HIGHLIGHTED 








chasers 1473 














‘Tle Camera Up: 
‘ick hete to move your view 
‘camera forward (tems in 
Viewscreen move up. 


Camera Zoom In 


Roxate Camera Left 
Click here to move the view 
towate something ro the let 


Return Camera to 
Memorlzed Position: 

‘Moves the camera back to the 
last view when you clicked on 
‘Memorize Camera Position 


current selected item, 


| Camera Zoom Out 


Rotate Camera Right: 
‘Glck here to move the 
view roward the right 


si Gore es % 
Click here to move your view Memorize Camera Position: 
-scle.ccal iy 
gheaaed 


Stores cattent view—you ean recall 
the view larer by dlicking on Return 
to Memarized Position 


FG. 4,10 CAMERA CONTROLS 


following keyboard commands a 
quickly adjust your camera view 
+ fo center the camera on the c 
selected item, press ENTER. 

To follow a task lorce, press Fl 
responding to Task Forces 1-8 

+ To follow a fighter group, press F9 for 
red, FLO for blue, F11 for green, and F12 
for gold. 

+ To rotate, use cursor arrow keys, and + 
or — keys to zoom in and out 





rently 








8, cor 


Maneuvers, Tactics, 
and Missions 
You can assign maneuvers, tucties, or m 





sions lo your ships to give them gre 
autonomy, To make an assignment, first 
select the ship, task force or fighter group. 
Select an individual ship by left-clicking on 
it, Select multiple ships by holding down 
the CTRL key while left-clickmg, To select a 
task force or fighter group, click on the task 

















force number or fi 

at the top of the screen, Neat, select the 

Maneuvers and Tactics bution or the 

Select Missions button (Fig, 4,LL and 

4.12) 10 go to the appropriate assignment 

screen, All orders you give will apply to the 
{or units, 





shter group color button 





MANEUVERS 
Maneuvers specify an approach vector for 
your ships. Like navigation points, they 
specify the path your ship will take on its 
approach to a target. 1 assign a maneuver, 
lirst click on the Maneuvers and Tacties 
button. This brings you to the assignment 
panel shown on the next page (Fig 4.13), 
Here are the availatle maneuvers and 
their descriptions. Maneuvers are assigned 





relative to the targeted enemy Ships. I 
you do not select targets for your mission, 

ianeuvers will plot a course relative to all 
of the enemy ships. 




















Select 
Missions: 
‘lick to go to 
the Missions 
‘assignment 


Select 
Maneuvers 
and Tactles: 
Glick ro go to 
the Maneuvers 
and Tacties 
assignment 
screen, 















FIG. 4.11 TACTICAL GAME'S CONTROL FIG. 4.12. TACTICAL GAME'S CONTROL 


Hammer 
Anvil 


Righe Hook ——| 









Name of 
fighter 

group and 
any orders i} 


Number of 
Xwing 
Figheer 
Squadrons 
ingroup. 
Total number 
of ighters 
(12 per 
squadron} 
Squadron 
capaclty 


Maneuvers: 
and Tacs 


Missions 


PANEL (CAPITAL SHIPS) PANEL (FIGHTERS) 


—— Visual Confirmation 
of Selected Maneuver 
‘A graphic representa: 
tion of vector approach 





Hold Position 


| Recurn to Ship Display screen 
without assigning orders, 
—— Assign Maneuver/Tactle: Order 
and return t Ship Display screen. 





FIG. 4.13 MANEUVERS YOU CAN ASSIGN TO YOUR SHIPS 


anes oan 














LEFT HOOK: Plots a course around the 
lelt side of the targeted enemy ships 
+ RIGHT HOOK: Plots a course around 
the right side ol the targeted enemy ships. 
> HAMMER; Plots a course around the 
top of the targeted enemy ships. 
+ ANVIL: Plots a course around the 
bottom of the targeted enemy ships 
[OLD POSITION: Makes the ship, task 
force, or fighter group stop in place, The 
ship will not attempt to maneuver relative 
to its target while the stop order is in effect 
Note that when you select a maneuver, 
the panel displays a graphic represemtation 
of the vector, Alter you select the maneuver, 
click the checkmark button to confirm your 
order, To cancel, chek on the X button 
NOTE: Orders do not go into effect wmil 
you click on the checkmark. 








TACTICS 

In assigning tacties to your ships, you are 
giving them basic target engagement range 
and strategy (Fig. 4.14) 

> SURROUND: Form a spherical forma- 
tion and! order ships to surround their target 
at very close range. 

STAND OFt 
ships and take advantage of « weapon range 
advantage, if present, Otherwise, stay out of 
your opponent’ tractor beam range. 

NOTE: Ships will use the Stand Off tactic 
by default 











Form a line abreast of 








Missions 

ining missions to your ships and fighter 
squadrons lets them independently decide 
which enemy ships to target. Autonomous 
target selection and engagement is uselul if 





BO cHaren 









+ surround 


= Stand OFF 


— Retute to Ship 
Display screen 
without assign 
Ing orders 

Asalgn order 

and retuin (© 

Ship Display 


AN 
\ ocean STATS 





FIG, 4.14 TACTICS ASSIGNMENTS 


you want to give your ships more local eon- 
{rol while you remain in charge of the bigger 
picture. On the next page is the Assign 
Mission panel (Fig, 4.15) 

© ATIACK CAPITAL, SHIPS: Fes directly 
toward the most dangerous capital ship and 
engages until the ship is destroyed, then selects 
the next, most dangerous capital ship, 

+ ATTACK FIGHTERS: Attacks only fight- 
ers, continually attacking the most danger- 
ous fighter squadron until all are destroyed, 
+ RECOVER: 
buck to their capital mother ship 10 dock. 
Recovered fighters cannot be given orders 
for the remainder of the batile 

> ATTACK DEATH STAR: Alliance fighters 
only} Send fighters on a Death’Star attack 
run. This can only be attempted if the Death 
Star is present, there is no Death Star shield 
generation present on the system, it 1s not 












jters only} Sends fighters 


















Visual 
Confiematon: 
Graphic asplay 
cof mission 
Attack Capital 
Ship 


Attack Fighcer 
Recover Fighters 
(Fighters Only) 
‘Attack Death 
Seat and Alkance 






Pee 


(Fighters Only) 





Return to Ship 
Display without 
‘making assign: 
Confirm mission 
and return tO 
Ship Display. 


——_ 


FG. 4.15, MISSION ASSIGNMENTS 
FOR FIGHTERS AND CAPITAL SHIPS, 


under construction, and there are more 
Alliance than Imperial fighters currently 
launched, Only one fighter group at a 
may attempt the Death Star mission. 
> ESCORT: T 
important, It is the best way to protect large 

fig 
et group, or ship and then right-click on a 
friendly ship. This will cause them to su 
round the Iriendly ship and take opportunity 
fire at nearby enemy vessels, The escorted 
ship is indicated by a white box. 

To cancel orders lor the currertly selected 
ship, task force, or lighter group, brmg up 
the Maneuvers or Mission button, deselect 
any selected orders and confirm without 
choosing anything else 








escon mission is very 





ships from fighters, Select a task “orce 














BATTLE OPTIONS | 
At any time during tacticel gameplay, you 

can click on the Battle Options button on 

the command panel to bnng up the Battle 

Options screen shown he'ow (Fig, 4.16) 

Below are descriptions of these options, | 





> WITHDRAW FROM BATTLE: This orders, 
your fleet to quit fighting and atte 
leave the system. A conlirmation dial 





apt wo 





Jog will 





appear. Th 
is at least one hyperdrive 


option is only available if there: 

apable ship and | 
there is a neutral or friendly system to with 

w to. Even so, if the enemy ships are | 
equipped with tractor beams or are very fast 
they may be able to prevent your retreat. 
An enemy ship which car generate a gravity 
well als 














prevents you [rom withdrawing, 












Withdraw 
from Wattle 


Remainder 
of Battle 


Observe 
Batce/ 
Take 
Command 
toggle 


Game Options 








bring up this 
Command 
Panel 


FIG. 4.16 BATTLE OPTIONS 


cuarrens 153 

















NOTE: Most Imperial fighters need to dock 
on a capital ship to withdraw; they can't 
withdraw if there isn’t enough docking 
space, TIE fighters ave an exception; they 
have their own hyperdrive capabilities, 

> OBSERVE BATTLE/TAKE COMMAND; 
This button instruc 
trol the baitle while you observe, Click the 
same button again to tuke back control of 
your ships. 

® SIMULATE BATTLI 
tactical game and forces the stutegic game 
battle results from 





he computer to con 


this quits the 


to abstractly calculate th 
where the tactical engagement left olf. 

+ CLOSE: Closes Battle Options panel. 

+ GAME OPTIONS: This takes you to the 
Game Options screen. Here you can set 
some game options 

NOTE: Although the Game Options sereen 
has « set of options relating tu the tactical 
game, you cannot change the values. These 
options are only available if you come to 
this screen from the strategic Command 
Center or from the Shuttle Cockpit 












Bartle location tk 


Summary of 
battle ourcome 


FIG. 4.17 BATTLE RESLILTS WINDOW 
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AFTER THE BATTLE 
Bartle continues until one side destroys all 
of the opposing capital ships and fighters, 
or until one side withdraws, After the battle 
the Battle Results window appears 
NOTE: This window comes up at the end 
of every battle, even if you instructed the 
game to simulate the battle 

At the Battle Results window (Fig. 4.17 
you can analyze the battle losses for each 
side. Click on Alliance Forees to bring 
jailed losses and 
Click on 


screen 





up a soreen showing da 
casualties for the Alliance side 
Imperial Forces to bring up 
(Fig, 4.18), showing detai 
casual-ties for the Imperial side, Click on 
the Go Directly To... bution to bring up 

a screen that lets you select the System 
window for the system where the battle 
took place, or the Flee: window for your 
fleet (unless it has been completely 
destroyed), In this screen (Fig. 4.18), 
you can select tabs to show detailed losses, 
Tabs let you choose whether Lo examine 





ed losses and 








lose window 


Battle Summary 
Uthis screen) 


Alliance Forces 


vou Imperial Forces 


Go directly 


(leet window or 
System Window} 











Battle location 

Tab to bring up 
details For troops 
Tab co biing up 
detalls For personne! 


Tells which side this 
Information is for 
Tab to bring up details 


| for capital ships 






Tab to bring up 
details for fighters 
‘were destroyed 
In baete 
Ships in this column are 
‘sll operational (burn 
marks indica they are 
damaged, however, 


FIG. 4.18 BATTLE DETAILS FOR INDIVIDUAL SHIPS AND 
PERSONNEL (IMPERIAL SIDE IS SHOWN.) 


| capital ships, fighters, troops, or personnel This wraps up Star Wars Rebellion’s 

Troops or personnel are likely to be inju 
captured, or killed if the 
is destroyed 





tactical mode, Learning these commands is 





ake many challenging hours. Good luck! 





ayia 


Vatican 





ip they are on just the beginning, Mastering tactical play m 
y i ‘ginning % play may 


Ships in this column, 














"Chapter 5 See 


Games . 

















Multiplayer Games 
Gus ‘Wars Rebellion allows two p 

io compete head-to-head over a Local 
Area Network (LAN), via modem, direct serial 
connection (using a null modem cable), or 
over the Internet, For head-to-head 
both players require a Star Wars Rebellion 
CD in their CD-ROM drives. 

Playing on the Internet is easy with the 
Tntemet Gaming Zone (www.zone.com). 
The Internet Gaming Zone is a free service tha 
allows you to find opponents and launch an 
Intemet game automatically using your Web 
browser. For more instructions on t 





layers 





ames, 











Internet Gaming Zone, refer to the 


aying, 
Star Wars Rebellion on the Internet section. 





Setting Up a 
Multiplayer Game 

In the Shuttle Cockpit, click on the smal 
panel at the lower left thar depicts a Rebel 
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soldier and an Imperial storm 
off (Fig, 5.1). This will take you to th 
Multiplayer Configuration screen (Fig.5.2) 





rooper facing 











HG, 5.1. MULTIPLAYER PANEL 


Loading a Previously 
Saved Multiplayer Game 
Wyou 


ish to load a saved game made 





fe playing a multiplayer game, you will 
be able to load it from the Multiplayer 
Options screen, See the Multiplayer Options 


section for details. 




















Proceed 





Choose service 
provider 


Host game. 


Cancel 


FIG. 5.2 MULTIPLAYER CONFIGURATION SCREEN 


MULTIPLAYER 

CONFIGURATION SCREEN 

This screen allows you to: 

1 Chose from one of the available service 

providers. The provider that is currently 

selected appears in re 

4 IPX CONNECTION FOR DIRECTPLAY 
IPX is a network protocol commonly 
used on a Local Area Network (LAN 
II you are playmg on an IPX-compatible 
network, choose this service provider. 

+ TCPAP CONNECTION FOR DIRECTPLAY 
TCPAP is the network protocol used on 
the Intemet. LANs may use TCP/IP as 
well. If you are playing an Internet 
or are playing on a TCP/IP LAN, choose 
this service provider 
NOTE: See the Playing Star Wars 
Rebellion over the Internet section for 
tips on playing over the Internet using 
the TCPAP protocol or on the Internet 
Gaming Zone. 

4 MODEM CONNECTION FOR DIRECT 
PLAY: Select this service provider to play 











MuULTiniAYER ConricuaaTion satin / cliamree Ss 15) 


Star Wars Rebellion over your modem 
with a friend. To play a game over a 
ion, make sure your 


modem cones 
Jem is connected correctly and 





mo 
turned on belore clicking Modem 
Connection for DirectPlay. 

+ DIRECT SERIAL CONNECTION FOR 
DIRECIPLAY: Choose this provider to 
play a game between two computers aver 
a direct serial connection. You need a null 
modem cable (or seal cable with a null 
mexiem adapter) connected to a free serial 
port on the backs of both computers, 

2 Choose Setup Game to host a game, or 

Connect to Game to join an existing game 

The currently selected option will be 

depressed and the text will appear «lark. 

3 When you have selected your options, 

click on the nght arrow button at the 

bottom of the screen to continue. To cancel 

d return to the Shuttle Csckpit, click on 

the X button. 





























Hosting a Game 

Ifyou chase Setup Game, you will see the 
Host Game screen (Hig, 5.3) 

1 In the Player Name box, type # name or 
nickname for yoursell, if you do not specily 





a name, st will default to your Windows 95 
user's name 
2 In the Game Name ox, type in. what you 


would like 10 name your game, If you do 
not specily a name, it will default 1 your 
compute 





name, 
3 When finished, click on the right arrow 
button, ‘This will take you to the Multiplayer 







Proceeds 
Go back, 





TSB chariees / wostine a came 


Options screen, Fig, 3.9, unless you are 
playing « direct mode ial game, To 
yo back, click the lelt arrow button, ‘To cam 
cel and return to the Shuttle Cockpit, click 
on the X button. 











HOSTING MODEM GAMES. 


If you are hosting a direct modem yume, 





you will be prompted with the following 
dialog box (hig, 5.4) 

Select your modem device from the 
pop-up list, We recommend that you leave 
your modem settings at their default contig- 


Enter your 
ame here. 


Name your game. 


Cancel 


Choose your modem, 
fom the is 


Configure modem, 
settings 


Cancel 














uration, Chiek the Answer button to wait 
for a call rom your opponent, Once the call 
as received, you will be taken to the Mult: 
player Options screen (Fig. 5.9), 


HOSTING DIRECT SERIAL 
CONNECTION GAMES 
If you are hosting a direct serial yume, you 
will see a dialog box (Fig, 5.5). Choose the 
communications (COM) port that corres 
ponds to the serial port that the null 
cable is connected 10 (usually COM | or 
COM 2). We recommend that you use the 
defaule configuration for Baud Rate, Stop 
Bits, Parity, and Elow; Click OK to continue 
to the Multiplayer Options screen 

See the Troubleshooting Guide or the 
Technical Support section of the Lucas: 


woe, 








Ser COM Fort 











Web site (www:lucasarts.com/support) for 
more information on setting up and testing 
on. 





a direct serial connec 


Joining a Game 

MW you chose Connect to Game, you may 
be prompted for connection information 
depending on which service provider you 
chose, A dialog box will appear il you 
selected TCPAR, modem, or direct serial 
play: Enter the necessary information to 
eed to the Jom Game screen (Hig, 5.8), 














prox 


JOINING TCP/IP GAMES 
If you are joining a TCPAP game, the 
dialog box will appear (Fig, 5.6). 
For Internet play, you must enter the IP 
address of the computer that is hosting the 





— Cancel 


FIG. 56 TCrAP DIALOG. 
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game and click OK to proceed to the Join 
Game screen (Fig, 5.8). (The host will need 
to identify his or her IP address and give it 
to you before you try to connect.) 

See the Playing Star Wars Rebellion over 
the Internet section for tips on playing over the 
Internet using the TCPAP protocol and instruc 
tions for playing on the Internet Gaming Zone. 
NOTE; If you are playing on a TCP/IP LAN, 
leave the box blank and click OK. Direct- 
Play will search for TCPAP configured 
hosts over your local network. 


JOINING MODEM GAMES 
I you are joining a modem game the following, 
dialog box (Vig 57) will appear. You must 





Dial telephone, = 


the Serial Connection dialog box (Fig. 5.5), 
then choose the COM port that corresponds 
to the serial port that the null modem cable 
is connected to (usually COM | or COM 2) 
We recommend that you use the default 
configuration for Baud Rate, Stop Bits, Parity, 
and Flow, Click OK to continue to the Join: 
Game screen. 

Join Game Screen 

This screen (Lig, 5.8) allows you to choose 
your name or nickname for the game session 
and choose which game to join. 

1 In the Player Name box, type a name or 
nickname for yoursell, If you do not specify 
name, it will default to your Windows 95 





















Enter telephone number 


Choose moclem. 


Contigure modem 


settings. 


Cancel 


HG. 5.7 MODEM CONNECT DIALOG 


enter the phone number of the person host 
ing the game and specify your modem device 
from the pop-up list. Click Conneet.., to dial 
the phone, When you are connected, you will 
be taken to the Join Game screen (Fig. 5.8). 





JOINING DIRECT SERIAL 
CONNECTION GAMES 
Iyou are joining a direct serial game, open 
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2 Select the game you wish to join, Lniless 
you are playing on a LAN where others may 
be playing Star Wars Rebellion, there will 
only be one game name listed 

3 When finished, click on the right arrow 
button. ‘This will take you to the Multiplayer 
Options screen (Fig, 5.9). To go back, chick the 
left arrow bution. To cancel and return to the 
Shuttle Cockpit, click on the X button 

















Proceed 
Previous 





Enter a name 


Cancer 


AG. 5.8 JOIN GAME SCREEN 


Choose your side. 


Choose game length 


Type char messages, 


View chat messages 
and game settings, 


Start Game (Host) 
Previous 





Lond multiplayer 
saved game, 


cancel 


FIG. 5.9 MULTIPLAYER OPTIONS SCREEN 





Multiplayer Options 
This screen allows the host to select the game 
parameters and load a previously saved game. 








this screen also lets both players chat w 
each other before the game is started 

‘As the host, you must select game para 
ters on the Multiplayer Options screen (Fig. 59) 
1 Choose which side you want to play, the 
Galactic Empure or the Rebel Alliance Click 
the red symbol for the Rebel Alliance or the 

pire 














een symbol for the Galactic 





2 Choose a galaxy size. The choices are 


standard, large. and huge 





Choose game to join. 


— Choose galaxy size 
standard, large or huge), 


+ STANDARD GALAXY is made up of 10 





SeCIOTS, €% 
total of 100 systems 
> LARGE GALAXY is made up of 15 


sectors, each with 10 systems, for a 


with 10 systems, for a 


total of 1 
® HUGE GALAXY is made up of 20, 
sectors, exch with 10 systems for a 


total of 200 


0 systems. 











ystems, 








tet 
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3 Choose Standard Game or HQ Only 

Victory. 

+ STANDARD GAME; Capture and hold 
enemys base planet and key personnel for 
victory. To win ina standard game, you 
must capture the system thar contains 
the opposing siele’s base cnd capture the 
two leaders of the opposing side 
+ Rebel Win Conditions: Capture 

Coruscant and capture Emperor 
Palpatine and Darth Vader, 

+ Imperial Win Conditions: Destroy 
the Rebel headquarters and capture 
President Mon Mothma and Luke 
Skywalker 

© HQ ONLY VICTORY: Captare the head 
quarters only for victory 
+ Rebel Win Conditions: Caprure 

Conuseant 
+ Imperial Win Conditions; Destroy 

the Rehel headquarters 

4.Use the Compose Chat Message window 

(Fig, 5.11) to exchange messages back and 

forth with your opponent, To chat, click your 

rouse in the space to the right of Chat 
then type your message. Press Enter to send 
it. Messages will appear in the Chat window 

5 When finished, click on the checkmark 

utton al the bottom of the screen to start 

the game, To go back one sereen, click 

the left arrow button, To cane: 

tw the Shute Goekpit view, click on the 

X button. 











and return 


LOAD A SAVED 
MULTIPLAYER GAME 

fa load a previously saved multiplayer 
game, go to the Multiplayer Gptions screen 
and click the Load Game button to bring, 
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up the Game Options screen, ‘This button 
will only be available if you have saved a 
game {rom a previous session with your cur- 
ent opponent. If you a’e loading a saved 


game, it will use the gacne size and difficulty 
settings [rom your previous game. You will 
not need to choose them again unless you 
ane starting a new game. See the Save Game/ 
Load Game section for more information on 
saving and loading, games and using the 
Game Configuration screen. 





Multiplayer Game 
Features 

in addition to the single player game 
features, the following features are available 
ina head-to-head game 


MESSAGES (CHAT) 

This feature gives you the ability to send 
messages or launts to your opponent while 
in the Galactic Information Display. These 
chat messages are processed though S-7 
or R2-D2s messaging systern 

fa send or view a message, click on 
SD-7 oF R2-D2 to brirg up the Display 
Message Index (see Vig, 5.10). 

Click the Chat Messages tab to display 
any meoming chat messages, Double-click a 
message to view it 

Chick the button on the hottom tight 
hand side of the window to send a message 
to your opponent. The Messaze window 
will be displayed allowing you to type and 
send your message (see Fig 5.11) 








GAME SPEED 
The game speed can ke adjusted by either 
player durmg head-to-head play: However, 
























Incoming message 


‘Type your ——| 
message here, 


the game plays at the slowest speed set on 
either computer, The available sp: 
Pause, Very Slow; Slow, Medium, and Fast 


eds are: 





PAUSING THE GAME 
Ihyou need to pause during 2 head-to-head 
match, simply bring up the Game Options 
Sereen. Your opponent will receive w 
Waiting for Opponent message, until you 
feturn to the game. Alternately, you can 
choose to pause on the Game Speed menu 





Show char messages. 


Delete selected 
messages, 


Select all messages, 


Compose chat 
message 


Close button 
Return to Display 


‘Message Inclex 


— Send message, 


Cancel 





FIG. 5.11 COMPOSE CHAT MESSAGE WINDOW 


until you are ready to play: ‘Then just click 
on the checkhox to resume play. 


SAVING YOUR 
MULTIPLAYER GAME 
ame, [allow 
same procedure as you would to save a sir 
gle player game. See the Save Game/Load 
Game section for details, In multiplayer 
games, only the host player can save the 
game. Star Wars Rebellion will create a 





To save your multiplayer 
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saved game on both computers in the same 
saved game slots. 


Playing Star Wars 
Rebellion on the Internet 
Star Wars Rebellion uses DirectPlay, the 
multiplayer component of DirectX 5.0. 
DirectPlay has support for TCPAP. the 
network protocol used on the Internet, This 
means that you can challenge a Iriend toa 
Star Wars Rebellion game anytime, provid- 
via an 





ed you have wecess to the Inteme 
Internet Service Provider (ISP). 


GETTING STARTED 
For the latest information about Star Wars 
Rebellion and other LucasArts multiplayer 
ames, check out the Rebel 11Q Web page at 
www.rebelhg.com, Here you will find 
updated information and news about your 
favorite LucasArts multiplayer game: 
well as links to the LucasArts section of the 
Internet Gaming Zone 

To find opponents for an Int 
you can join the Internet Gaming Zone 
Once you have the Zone software installed 
and a free membership set up with the 
Zone, you can play Star Wars Rebellion on 
the Iniernet anytime you wish, You don't 
need 10 use the Internet Gaming Zone te 
play the game online, but it simplifies the 
process of finding players and joining 
Internet games 

We've also provided some useful 
information to help you play Star Wars 
Rebellion directly over the Inte 
the Internet Gaming Zone, in case you don't 
have Internet Explorer or just want lo set up 
your own game: You'll also find a Glossary 

















4 without 








464 carters 








ternet-Related Terms, I you are not 
familiar with a term or acronym used in this 
manual, refer to the Glossary 


PLAY ON THE INTERNET 
GAMING ZONE 

The Internet Gaming Zone is a [ree Intemet 
game matchmaking service that allows online 
players to meet up with other players ftom 
around the world and launch supported 
games, such as Star Wars Rebellion, quickly 
and easily. All you need is an account with 
an Internet Service Provider and Microsoft 
Imernet f'xplorer 3.02 (or later). 

To join the Internet Gaming Zone: 

1 Connect to your Imernet Service Provider. 
2 Launch Internet Explorer 

3 In the Address box of your Web browser, 
type www.zone.com and press Enter. 

4 Once you are at the Imernet Gaming Zones 
page, click New Player Sign-Up. 
Enter the necessary member information 
and follow the mstructions for downloading 
or upgrading the Zone software. 

5 You may be asked to reboot your computer 
when the download has completed, 

To play the game in the Zone: 

1 Make sure Star Wars Rebellion and the 
met Gaming Zone software have been 
properly installed on your system 

2 Place the Star Wars Rebellion C1 in your 
CD-ROM dave but dont start the game. Tf the 
games Launcher comes up, you can close it 
3 Connect to your Internet Service Provider 
and launch Intemet Explorer. 

A In the Address box ol your Web browser, 
type www.zone.com and press Enter. 

§ Once you are at the Internet Gaming Zones 
Jcome page, click Play Games Now! and 






































enter the Member ID and password that you 
chose during registration. 

6 This will take you to the Gaming Zone’s 
home page. Choose the Games List and pick 
Star Wars Rebellion from the Strategy Games 
category to enter the Star Wars Rebellion rom, 
7 Choose one of the Star Wars Rebellion 
ZoneMatch lobbies on the right to enter it ancl 
find players, 

8 Move your mouse to one of the game 
squares, Click the Host button on any unee- 
cupied game square to host a game or click 
Join (o add your name to the list of pla 

in an occupied square 

9 Next to each player's name there will be 
Intemet latency indicator. This meter tells 
you the quality of yo 
players, The Zone will routinely update this 
indicator to reflect all Zone members: current 
connection quilities, is recommended that 
you only join gsumes in which the other play 
er has a geven inclicator. This chant shows 
what the colors ol the meter represent: 








P connection to other 





BLACK = Unknown (The Zone has 
not updated this player's 
status yet.) 

RED = Poor Connection 

YELLOW = Average Connection 

GREEN Good Connection, 

2GREEN = Best Connection 


10 Once any player has selected tw host a 
game, they must wait in that square until 
another player has joined. Whenever the host 
is readly, he oF she can initiate the game by 
clicking Play, and Star Wars Rebellion will 
be launched automatically on both player's 
machines 

11 Follow the instructions on page L61 for 
setting the multiplayer game options and 








starting the game. 
12 If you are done with a Star Wars 
Rebellion gaming session, and you wish to 
start a new Internet game, simply exit from. 
the gure 10 return to the Intemet Gaming 
Zone, then click Resume to rejoin the players 
in the lobby. 








HOSTING YOUR OWN 
INTERNET GAME 
this section explains the process for host 
ing and joining Intemet games without a 
matchmaking service such as the Internet 
Gaming Zone 

Setting up your own Internet games can 
be somewhat difficult for less-experienced 
Internet users. I you have trouble, try playing, 
Star Wars Rebellion on the Internet Gaming 
Zone, I simplilies the connection process 
and provides a place to meet other players. 

Advanced users will probably be able to 
lind players in a Star Wars Rebellion room 
using an LRC Chat program. In an TRC Chat 
room, you can arrange a game and exchange 
the IP Address, as mentioned in step 3 below 
Please consult the Glossary for more informa: 
tion on IRC 
Suggested steps for hosting an 
Internet gam 
1 Connect to the Internet, 
2 Determine your IP Address. This number 
is usually different each ume you connect 
You can use the IP Configuration Viewer 
included with Windows 95) to determine 
your IP Address, See the section helovy 
entitled Useful Internet Utilities Included 
with Windows 95 for details, 
3 You will need 10 give your current IP 
Address to someone interested in joining 
































your game, If you are playing with a frend, 
you could e-mail him or her this 
call. (if you have access to a phone that isnt 
tied up by your connection to the Internet). 
4 Launch Star Wars Rebellion and choose to 
host a TCP/IP multiplayer game by following 
the host game instructions on page 15 
5 Once the game is active and yo 
ing in the Multiplayer Options sereen, your 
opponent will be able to jom using the IP 
Address you provided, ust wait until he or 
she shows up in the game 
Suggested steps for joining an 
Internet game: 
1 You must obtain the IP Address of the 
computer hosting the game before playing 
You could arrange the game online throu 
an IRC Chat program or obtain the address 
via e-mail or other means. This number will 
usually change every time the host connects 
to the Internet 
2 Launch Star Wars Rebellion and choose to 
join a TCP/IP multiplayer game by following, 
the join game instructions on page 159. 
3 Select the TCPAP protocol as your service 
provider 
4 Enter the IP Address when prompted and 
click OK. Be sure to enter the number 
actly and include periods to separate the 
numbers. A valid number will look 
something like this 

199.3.89.200 
5 Once you have emtered a valid IP Address 
and clicked OK, Star Wars Rebellion will 
search for the game. If the game isn't found. 
click the left arrow button to go back and 
try again, Carelully re-enter the IP Address. 
6 When the game is found, click the 
name, then click the right arrow button to 


umber or 














are wail 

















connect and proceed to the Multiplayer 
Options screen 


Useful Internet 

Utilities Included 

with Windows 95 

> IP CONFIGURATION VIEWER: This 
utility allows you to view your TCPP settings, 
such as your IP address, To join an Internet 
game, you will need to know the IP Address 
of the computer hosting the game. The host 
can use the IP Configuration Viewer to 

is or her IP address and give you 
this number so that you can find the game 
on the Internet 

To obtain your IP address: 

1 Connect to your ISP. 

2 Click the Start button 

3 Then click Run. 

4 Type WINIPCFG, and press Enter to 
display the IP Configuration Viewer 

5 Click the arrow to the right of the drop- 
down box and select PPP Adapter from the 
list (if necessary) 

6 Make note of the number in the IP Address 
window. ‘This is your current Internet IP 
address. You will need to give this number to 
someone who wishes to join your Internet 
game. This address will usually change 
every time you disconnect and re 
your ISP. You can now minimize the viewer 
and your IP address will be displayed on 
the taskbar. 

> PING COMMAND: You can use the 
DOS-based PING command to determine 
latency between you and the host 

To use the PING command: 

1 Click on the Start menu, then choose 
Programs. 











connect to 
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2 Click MS-DOS Prompt to open up a 
DOS window 
3 At the MS-DOS Prompt, type Ping 
followed by the IP address of the host and 
then press Enter, 

For example: 

C\Windows>ping 199,3.89.200 <Enter> 
You will then see something like this 




















The PING command will “ping” the host 
four times and return the above information 
The number following 
latency. An average latency of 500 ms 
(milliseconds) or less is generally acceptable for 
playing the game, but the lower this number 
is the hetter your game experience will be 
A “Ping time” of 300 ms or less (average) 1s 
optimal for playing the game 
NOTE: If you get Request tim 
message one or more times while pinging 





ime=" is your 








a host, vou will likely experience poor per 
formance while playing with that host. Try 
reconnecting to your ISP and pinging again 
to see if your connection improves 








Internet 

Performance Tips 

YOU NEED A QUALITY CONNECTION 
TO THE INTERNET. The Internet is 
always changing and is unpredictable by 
nature, If you have performance problems 
while playing online, disconnect from 
your ISP and reconnect to get a better 
connection. If you do this, remember 
your IP address will change. You may 


also have a better experience by playing, 
at other times of the day or night, when 
the Internet is less congested. Some 
commercial membership online services 
that oller Internet acoess may not per- 
form adequately. An independent or local 
Internet Service Provider will generally 
olfer the best performance. 

CONNECT TO THE INTERNET USING 
YOUR MODEM'’S HIGHEST SPEED 
POSSIBLE. When you connect to your 
ISP, you will see a message Connected 
at 28800 bps or something similar. 

TT IS IMPORTANT TO HAVE A LOW 
LATENCY CONNECTION. A latency of 
500 ms or less between players is accept- 
able; itis recommended that you have an 
average latency of 300 ms or less. Refer 
to the PING command in the Useful 
Internet Utilities Inclucled with Windows 
95 section for more information, Some 
online membership services that offer 
access to the Internet (through their 
proprietary dial-up services) have high 
latency and may not perform well with 


Star Wars Rebellion. 
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Glossary of Internet- 
Related Terms 

ActiveX: This is.a technology developed by 
Microsoft to allow active animation and 
other active content within any Web page 
that uses the technology: ‘la view a Web 
page that uses ActiveX, your Web browser 
must have ActiveX support, The Internet 
aming, Zone uses an ActiveX lobby and 
thus requires an AciiveX-competible browse 











Bandwidth: The amount of data that can be 
transmitted or received in a given amount 
of time, For example, a 28.8 modem ean 
send and receive at 28.8 kbps 
second) and an ISDN card can transmit at 
speeds ranging from 56 Kps (Kilobytes per 
second) to 128 Kps 








kilobits per 


Client (also see Host): In muhiplayer yarn 
ing, aclent refers to a person who is joining 
Aneuwork game that has been created by 
another player, ‘The player that ereates the 
game is relerred 10 as the host (or server) 





DirectX: DirectX is the API (Appheatons 
Programming Interface) that Siar Wars: 
Rebellion uses to access your computers 
hardware. DirectX has been developed by 
Microsolt to integrate into the Windows 95 
operating system and provides games with 
Asstanclard method of direct access to the 
advanced leatures of your computer’ hard- 
ware, without having to develop specifically 
for that hardware, DirectX is made up of 
DirectDraw for 2D display capabilines 
Direct for 3D display, irectSound fox 
sound capabilities, DirectPlay lor mult 
player capabilities, and DirectInpat lor 
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input devices such as mice, keyboards, 
and joysticks. 


Host (also see Client): The host is the com- 
puter that ereates the multiplayer game for 
others to joi, The hos. computer also 
handles a lot of the chores associated with 
communication between ps 
multiplayer game. 
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Internet: Phe Internet 1s an internewwork, 
or neiwork of smaller networks that spans 
the entire globe. Since its inception in the 
1970s, the Internet has grown to epic 
proportions and, in essence, has become a 
public network 


IP Address (Internet Protocol Address): 
This is a number that is assigned to all com 
puters ona TCPAP neawork. Your ISP 
assigns one of these to-you whenever you 
conneet to the Internet, You should use the 
UP Configuration Viewer to obtain this num 
ber if you are hosting an Internet game. 
Refer Lo the IP Configuration Viewer in the 
Useful Internet Uilities Included with 
Windows 95 section far mare information 


IPX (Internetwork Packet Exchange): 

This network protocol used in Novell 
Netware-compatible networks, It is the most 
commonly used protocol for LANs. Some 
commercial gaming services such as Kali 
and Internet Gaming Zones ZoneLAN allow 
IPX games to be played over the Intemet 
using custom soliware. This software 

mverts IPX packeis ta TCP packets for 
transmission over the Internet. Star Wars 
Rebellion is supportec. directly by the 























Internet Gaming Zone, so there is no need 
to play it using ZoneLAN, 


IRC (Internet Relay Chat); Using an IRC 
program (not included with Star Wars 
Rebellion, but available as shareware from 
many sources on the Internet), you ean con- 
neet to chat rooms across the country. It is 
likely that you can find chat rooms dedicated 
to Internet gaming or specifically, Star Wars 
Rebellion, in which you can exchange IP 


Addresses and arrange Internet games, 





ISP (Internet Service Provider); A company 
or service that provides local dial-up access 
to the Internet over a modem, usually lor 

a monthly lee, Some online services olfer 
Internet access as part of a number of 
services. These types of ISPs may not be 
adequate for online gaming due to the 
inherent lateney caused by the overhead 

ol their propnetary servives, 


LAN (Local Area Network): ‘Iwo or more 
computers connected together with network 
adapter cards and network cable. 


Latency: Latency, or Internet lag as it is com- 
monly referred to, is a measure (in milhsec 
onds) 
data to travel from one compute” to another 
and back, over a network or the Internet. This 
lag time can he measured using the PING 
command, (See the Useful Utilities section for 
more inlormation on the PING command 
and latency), Latency is usually not an issue 
ona Local Area Network, but on the Internet, 
excessive latency can cause game performance 
to degrade substantially, When playing any 





of the amount of time that it takes for 


game over the Internet, it is important to 
have a low latency connection, High latency 
can cause poor multiplayer performance 
and can decrease stability 


Network Protocol: This is the method, or 
language, that computers use to communi- 
cate with each other over a network or the 
Internet, For computers to be able to com- 
miunicate over a network, they must share 
a common protocol. It is common for 
Windows 95 computers 1o use more than 
one protocol at the same tine for compati- 
bility with various networks, Common pro- 
tocols are IPX, NetBEUL, and TCP/IP 


Packet; A single unit of data semt over a 
network or the Internet, When computers 
communicate with each other, they group 
their data into a form called a packet, Each 
packet of information is then addressed so 
that it ean find its way 10 the intended recip- 
ient, Games work best if each packet sent by 
the game is received intact and in a timely 
mammer. On overcrowded networks ar the 
Imemet, packets can get lost or dropped 

Iv this ease, the packet is re-sent, requiring 
extra work for the sendirg computer anc 
creating, more data that needs to be sent 
through your modem, Excessive dropped 
packets can cause performance problems 
dunng gameplay, and sirange phenomena can 
occur. Try playing it different times to avoid 
prime-time congestion of the Internet and 











you will most likely see better performance. 


Ping: This is a DOS command line program 
{ineluded with Windows 95) that allows 
you Lo measure latency between your com- 
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puter and another computer ona TCPAP 
network or the Internet, I sends a small 
amount of data to an IP Adklress you specify 
and awans a response, When i. gels 
response from the other computer, it will 
display (in milliseconds) how long it wakes 
for the data to make the trip aver the net 
work, This is called "pingmg” the host 





PPP (Point-to-Point Protocol); You must 
have a PPP account with an Incernet Service 
Provider (ISP) to play Star Wars Rebellion 
‘on the Internet, If you can browse the Web, 
you most likely have this type of aecount 





TCPAP: This is a network protocol used on 
LANs and the Intemet, You ned this proto: 
ol loaded und configured properly to play 
TCP/LP garmes on the Internet, If you are 
connected via modem, you should have 
this protocol configured for use with a 
Dial-Up adapter, We recommend that you 
use Microsofts TCP/P protocol that is 
supplied with Windows 95, Third party 
TCPAP software has not been fully tested 
with Star Wars Rebellion, 
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